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My beautiful niece, Tyra, 

At your mother’s behest, I am writing 
regarding your recent interest in 
necromancy. As I’m sure your investigations 
so far have revealed, it is a most ghastly 
and perilous field of study. Not only are 
the objects of your interest dangerous, 
unpredictable, and abominations of the 
natural order, the subject itself never fails to 
torment those who pursue it. 

I have known necromancers to suffer 
the delusion that upon their passing, they 
themselves will suffer the terrible fate of 
undeath. Others believe that, save for 
themselves, the entire world is inhabited 
by undead disguised as living beings for 
the sole purpose of misleading them. A 
few scholars of the necromantic arts even 
become confused and mistake undeath 
for immortality, and actually aspire to this 
condition upon their passing! 

Quite rightly, your mother fears that your 
safety will be in grave danger if you pursue 
this inquiry any further. She has asked me 
to convince you to give up your studies in 
favour of the wealthy (if not handsome) 
husband she has chosen for you. Your 
mother also begs me to remind you that 
a suitable heir to the Merchant House of 


Orien will not be someone whose mind has 
been corrupted by the study of necromancy. 
I have no intention of doing as your 


mother asks. The study of the undead is 


a much-neglected field of endeavour on 
Athas, and one that holds more secrets 
to the history of our world than any other 
discipline. Despite the terrible danger to 


you, to say nothing of the stress it is sure to 


place on your young mind, I encourage you 
to pursue the study of undeath as far as your 
courage takes you. 

Though my own knowledge of 


necromancy is limited, I have encountered 
ULL a considerable number of undead during 
BY TROY DENNING my travels. Herein, I have written down all 
--—-————————————————À— s that I know of these dissolute creatures, 
in the humble hope that it will serve both 


Th e D a rk U n d ed d of to further your knowledge and to help you 


guard against the unfortunate accidents 


that so often befall students of your field. 
Athas 


General nature 


Intelligence: Obviously, the undead of 
Athas were at one time living beings. In 
my opinion, to be properly called undead, 
the subject must also have belonged to an 
intelligent species when it was alive. 
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This species may have been classified 
as either an old or a new race, as long it 
was intelligent. I have met (and fled from) 
undead of the human, elven, dwarven, 
halfling, gith, half-giant, giant, mul, and 
baazrag races, among others. All were 
equally terrifying. 

Of course, we have all encountered 
various animals roaming about long after 
they died, as well as mindless zombies 
and skeletons, but I believe that these are 
more properly called “walking dead” than 
“undead”. “Walking dead” are either too 
obtuse to realise that they have died or, 
more often, are the tools of wicked sorcerers 
who have animated the unfortunates for 
their own nefarious purposes (something 
that I trust a lady of your integrity has no 
intention of doing). True undead have an 
intelligence and a will of their own — which, 
of course, makes them doubly dangerous. 

Driving spirit: When a person dies, 
usually his spirit separates from the 
body and fades away. Some mystics and 
psionicists claim that the spirit "goes to 
the gray". I assume this is simply another 
way of saying it fades away. Having never 
died, I am not certain that my assumption is 
entirely correct, but it seems safe. 

Sometimes, however, when a powerfully 
motivated person dies, his spirit does not 
perish. Instead, it either continues to reside 
in the dead body (most necromancers 
classify such as "corporeal"), or it separates 
from the body and does not fade away (in 
which case it is classified as "incorporeal"). 

This spirit refuses to accept its 
destruction. The body dies, but the spirit 
continues to strive after what it pursued 
in life. In essence, by an act of willpower, 
it defies death and enters a state that is 
neither life nor death. 

In this state, the forces of nature seem 
to affect the undead differently than living 
creatures. They rarely need food or water, 
and can withstand incredible temperature 
extremes. Often, they are unaffected by 
normal weapons, and blows that would 
destroy a living man merely slow them down. 
It is not unusual for them to be immune to 
certain types of magic or psionics, and the 
mere touch of an undead can be devastating 
to living flesh. 

Unfortunately for living beings, their 
living state makes undead murderously 
jealous. Given the opportunity, most 
undead will attack an intelligent, living 


being upon sight, although they often leave 
unintelligent creatures alone. Even the 
most noble undead are short tempered and 
intolerant of living beings. 

Uniqueness: No two undead are 
alike, any more than any two people are 
alike. Although certain undead may bear 
resemblances to each other and might even 
be categorised as the same type by students 
of necromancy, don’t make the mistake of 
believing that they are the same. 

Two elves, for example, may resemble 
each other to such an extent that only a 
member of their own tribe can tell them 
apart. However, one of them might be a 
powerful defiler, and the other might be an 
equally clever thief. Obviously, the two men 
will have very different powers, despite their 
surface similarities. 

So it is with undead. The skills they 
learned in life stay with them in undeath. 
In life, one man may have been a psionicist 
and another a fighter. As undead, they might 
both be raaigs (described later herein), but 
the psionicist will still attack with his mind 
and the fighter with his weapons. They will 
have all the abilities they possessed in life, 
in addition to the powers their particular 
undead form bestows upon them. 

Every undead creature is a distinctive 
being, with unique abilities based on its 
powers and skills in life. Like any free- 
willed, intelligent creature, it will have its 
own motivations and pursue its own ends 
after death. 


Categories 


Although each undead is a unique individual, 
they can be categorised according to general 
type in much the same way that men can be 
categorised according to whether they are 
elves, halflings, etc. 

You will no doubt find that certain races 
tend to fall into certain categories of undead. 
From this, you may conclude that race is 
the sole factor in determining what kind of 
creature a being becomes upon passing. Do 
not make this mistake, as it will surely lead 
you down the path of error — and, hence, 
into peril. 

From my experiences on Athas, the type 
of undead that a person becomes upon his 
demise depends upon the nature of the 
compulsion that prevented his spirit from 
"going to the gray", not upon what race he 
is. 


Of course, it cannot be denied that certain 
races have tendencies to fall into certain 
categories of undead, but this is a reflection 
of normal racial proclivities toward common 
types of motivations and behaviours. No 
force, natural or supernatural, determines 
whether a member of a given race will 
become a certain type of undead. 

Given this warning, then, here follows 
a discussion of the different categories of 
undead on Athas. 

Skeletons and zombies: Skeletons 
and zombies are what I call “walking dead" 
rather than true undead. They have no 
intelligence and no independent will; they 
are always the servants of some other being 
and have simply been animated to serve his 
purposes. I mention them here only for the 
sake of completeness, and so that you will 
know to look for some more nefarious and 
powerful being lurking nearby when you 
encounter them. 

As general rule, skeletons and zombies 
tend to be man-sized or smaller, as it 
requires more energy to animate larger 
corpses. Of course, this does not rule out 
the possibility of running into a mekillot 
skeleton or a zombie giant. When this 
happens to you, as it certainly will during 
your studies, may I suggest a hasty retreat. 
Anything that can animate a giant must be 
very powerful indeed. 

Thinking zombies: These are intelligent 
zombies and can usually be told from true 
zombies by the hateful spark burning in 
their eyes. They have only a semi-free will, 
however, due to the nature of their creation. 
Thinking zombies are formed when a 
creature dies while under some powerful 
compulsion to perform a given task (such as 
when under the influence of a geas or quest 
spell). Such a creature's spirit continues 
striving to complete the task assigned to it. 

Thinking zombies are free to choose the 
strategy that they use to complete their 
quest and are sometimes quite creative in 
their approaches. They will never, under 
any circumstances, allow themselves to be 
diverted from their mission. Many thinking 
zombies are giants and half-giants, for 
their great size and strength makes these 
two races favourite targets for the sort of 
coercion that produces thinking zombies. 

Faels: Faels are formed when a gluttonous 
person dies and his spirit still hungers for 
the excesses he knew during life. They 
often appear at feasts, parties, and other 
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occasions where great amounts of food and 
drink are expected to be consumed. At first, 
they try to remain inconspicuous, though 
they are never far from the food table or the 
wine-cask. 

As the evening progresses, they begin to 
drink more, eat more, and eventually begin 
chasing living beings away from the food 
and drink. Once the consumables are gone, 
they demand more of any living beings still 
present, attacking if the beings are unable 
to provide the food. Although it might seem 
that the best way to handle a fael is to let 
it eat itself to oblivion, this strategy never 
works. Faels have an infinite capacity for 
consumption. 

Obviously, many faels come from elven 
stock. This is why one of the most insulting 
things you can say to an elf is that he eats 
like a fael. 

Raaigs: Raaigs are one of the most 
intriguing specialties of necromantic study. 
Along with meorties (told of later), they 
hold the distinction of being the most 
ancient of undead, and I believe they 
guard some of the most intriguing secrets 
of Athasian history Without exception, 
all raaigs are thousands of years old. They 
are incorporeal spirits sustained by an 
unwavering and unshakable faith in their 
ancient gods — which, of course, no longer 
exist on Athas. Who can say what happened 
to these ancient deities? Did they ever exist? 
Did they die? Did they leave, or simply fade 
away as mortal spirits do now? This is one 
of the great secrets that necromancy stands 
to uncover. 

Raaigs are always found inside a shrine, 
be it an ancient stone building, a copse of 
woods, a deserted grotto, whatever. They are 
extremely uncommunicative and will permit 
only those whose moral character follows 
the precepts preached by their ancient, long- 
lost deity to enter their temples. Sometimes, 
a raaig may even deign to speak with such 
individuals, though only if the individuals 
somehow prove themselves exceptionally 
worthy. All others are turned away. 

All raaigs are of the old races (human, elf, 
dwarf, giant, and halfling). 

Meorties: Like raaigs, meorties are 
thousands of years old and provide an 
intriguing window into Athasian history. 
When a great king of the ancients died, his 
body was specially preserved with salts and 
limes; it may or may not have been swathed 
in cloth. It was then laid to rest in a secret 


crypt with vast amounts of treasure, so that 
the king might continue to watch over the 
welfare of his realm. 

The spirits of such rulers continue to 
abide with their bodies, sustained by the 
duty with which they were charged upon 
death. Unfortunately, encounters with 
such meorties usually yield little historic 
information. Meorties emerge from their 
crypts only to avenge violation of the 
ancient laws governing their long-forgotten 
kingdoms. When one tracks you down, 
discussing history is the last thing on its 
mind. 

I should note here that both the 
boundaries and the laws of these ancient 
kingdoms are mysteries to us. It is quite 
easy to incur a meorty's wrath for some 
action that seems perfectly innocent, such 
as cooking over a wood fire or taking a drink 
of water without spitting a mouthful on the 
ground. To make matters worse, that same 
action might bring no response a few miles 
away, when you cross the ancient border 
into some other lost kingdom. 

To avoid inadvertently offending these 
ancient kings, it is usually best to follow 
local customs that have developed in 
response to meorty attacks over many long 
years. Generally, the stranger the custom, 
the more likely it is to reflect an ancient law 
that the local meorty is enforcing. (It has 
occurred to me that by carefully surveying 
these local customs, it might be possible 
to map out the borders of the ancient 
kingdoms. Perhaps this would be an area of 
interest to you, my dear.) 

Finding a meorty in its crypt is even more 
hazardous than violating the lost laws of its 
kingdom. A meorty assumes that anyone 
entering its crypt is doing so for the express 
purpose of theft. Once a person has seen 
a meorty's crypt, the meorty will do all in 
its power to kill that person before he can 
reveal the location to another. In addition, 
anyone who manages to steal something 
from a crypt will be hunted down and 
punished. In general, you would be wise to 
confine your study of meorties to indirect 
methods. 

All meorties are of the old races (human, 
elf, dwarf, giant, and halfling). 

Racked spirit: Racked spirits are the 
incorporeal, tortured remnants of persons 
who committed an act that violated the 
basic nature of their character. Their guilty 
spirits cannot rest even after death. These 
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tortured individuals are perhaps the most 
dangerous of all undead, for in their agony 
they have become so bitter and twisted that 
their only joy is destroying living, happy 
beings. The most common type of racked 
spirit is the dwarven banshee, created when 
a dwarf forsakes his life purpose 

Dhaot: Dhaots are incorporeal undead 
created when an individual with a powerful 
love of home or some other special place 
dies far away. When the body dies, the 
spirit is overwhelmed by a desire to return 
home. Unfortunately, the spirit's sense of 
the physical world becomes severely limited 
when separated from the body, and it often 
wanders the wastelands for years before 
finding its place. 

Once it reaches its home, the dhaot 
finds it still cannot rest until the body it 
abandoned is also returned to the home. 
The dhaot chooses an individual with the 
ability to retrieve its lost body and harasses 
him until the bones have brought back. The 
desert is filled with the dhaots of halflings 
who died outside their beloved forests. 

Tlizes: A tliz is created when an 
extremely powerful defiler dies before 
completing his magical studies. The spirit 
lingers in his body, continuing his studies 
for centuries. T'lizes tend to be rare, since 
most defilers are hunted down and killed 
by sorcerer-kings or the Veiled Alliance 
long before they reach a level high enough 
to become tlizes. Strangely, tlizes are a 
valuable source of information for historians 
and necromancers. They live for centuries 
(some since the time of the ancients) and 
are possessed of scholarly minds. Beware 
when dealing with t'lizes, however. As 
informative and polite as they may seem, 
they harbour no fondness for living beings. 
If a t'liz is cooperating with your studies, it 
is because doing so suits its own ends. 


I hope that this information serves you 
well in your studies. Only you know what is 
best for you, though I do share some of your 
mother’s anxiety regarding the dangers of 
your research. If you choose to pursue these 
interests, please heed my warnings and 
consider my direction. You could enrich the 
lives of us all with your discoveries, or fall 
prey to a monstrous evil of which no sane 
being would dare speak or imagine. In all 
events, I remain your fond uncle, and place 
my trust in your judgment. 
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Creating Athasian Undead 


As should be apparent from the Wanderer's 
letter, while the undead of the DARK SUN 
campaign bear a superficial relationship to 
the undead of other game settings, at their 
cores they are beasts of a different nature. 
Each one is a unique individual, striving 
for its own goals, motivated by individual 
desires that your characters might or might 
not understand. Remember, too, that the 
categories described by the Wanderer are 
based on how the undead creature came 
to be in its state, and have very little to do 
with the creature’s current powers. No two 
meorties, for example, will be alike. One 
might resemble a conventional mummy in 
appearance and ability, and another might 
be closer to a conventional vampire. 

To create undead for the DARK SUN 
world, use the procedure below: 

1. Treat DARK SUN world undead 
as fully detailed NPCs, not merely as 
creatures. Fill out a character sheet for each 
NPC describing him before he became 
an undead being, detailing everything you 
would for a normal NPC: race, sex, ability 
scores, character class, level, hit points, 
spells, psionics, etc. 

2. Give your NPC a history. It doesn’t 
need to be too detailed, just a name, an 
occupation, a general idea of where he lived, 
what he wanted out of life, and anything 
else you feel would help you understand 
him better. 


3. Decide when and how the being died. 
If you are making a raaig or a meorty, your 
character must have lived 2,000 years ago 
or more. Otherwise, he could have died 
anywhere between 2,000 years and a few 
hours ago. 

4. Consider the character's motivations in 
life and choose which kind of undead you 
think he would have become. 

5. Give your creation some special undead 
powers. For low-level undead (1st-5th level), 
one or two powers should be sufficient. For 
mid-level undead (6th-12th level), three or 
four powers should be good. Undead of 13th 
level and higher should have a minimum 
of five special undead powers, with an 
additional power for every five levels above 
13th. Special undead powers might include 
such things as the following: immunity to 
all but metallic weapons, the ability to pass 
through solid objects, superheated touch 
that causes extra damage, the ability to 
drain life levels by touching a creature, the 
ability to transfer hit points from the victim 
to the creature, immunity to certain types of 
spells or psionics, the ability to cause fear or 
darkness at will, etc. Because each undead 
is unique, these powers can be anything you 
wish. For more ideas, you might look at the 
undead listed in the various Monstrous 
Compendium accessories 


You might also decide to give your undead 
some special vulnerabilities appropriate to 
his nature, such as suffering double damage 
from cold-based attacks, being paralysed 
for 1d4 rounds by contact with a bronze 
weapon, being dispelled for 1d4 days if 
forced to look at its own reflection, etc. 

Always remember that regardless of 
the extra powers granted to your undead 
creature, he retains all of the ability scores, 
class benefits, hit points, spells, psionic 
powers, etc., that he possessed as a living 
NPC. 

6. Decide what your undead creature's 
current goals and ambitions are, based on 
his old personality and his new instincts as 
an undead. 

7. Remember that all undead are affected 
normally by spells, turning, psionics, etc., 
as listed in the standard AD&D rule books. 
(Although the Wanderer makes a distinction 
between "walking dead" and true undead, 
this has no effect in terms of the rules.) 


—— 
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It is sometimes necessary for the Dungeon 
Master to randomly generate a number of 
spells. Perhaps the party has just found an 
ancient spell book or a scroll with several 
magical spells on it. Or the DM needs to 
determine the spells available to an NPC 
wizard or priest, or even to a newly created 
player character. The spell tables in this 
article should be useful in any of these 
events, 

In DARK SUN campaigns, the methods 
of random spell generation presented 
elsewhere do not work; some spells are more 
common on Athas, others are rarer, and 
some simply do not exist. With this in mind, 
a series of tables has been put together to 
allow DMs to quickly determine what spells 
are found in, say, a recently unearthed spell 
book. 

The following tables list all wizard and 
priest spells (with abbreviated names) 
from the AD&D 2nd Edition Player’s 
Handbook, with additional spells from the 
Dark Sun Campaign Guide (marked with 
an asterisk), broken down by frequency: 
common, uncommon, and rare. When 
randomly filling a scroll or wizards spell 
list, begin by determining the level of spell 
desired. Once that is done, roll on Table 1, 
then find the correct level and frequency 
table to determine the exact spell known. 


Table 1 
Spell Frequency Table 


d100 Roll Frequency 
01-75 Common 
76-90 Uncommon 
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Wizard Spells 


Table 2 
First-Level Spells 
Roll Common 

Affect n. fires 
Burning hands 
Change self 
Charm person 
Chill touch 
Detect magic 
Enlarge 
Erase 
Feather fall 
Friends 
Hold portal 
Jump 
Magic missile 
Mount 
Phant. force 
Wall of fog 
Read magic 
Shield 
Sleep 
T's floating disc 


Table 4 
Third-Level Spells 


Roll Common 
Clairaudience Blink 
Clairvoyance Death mark* 
Cooling canopy* Delude 
Dedication* Erdlu hide* 
Dispel magic Feign death 
Fireball Hold undead 


Rare 
Conservation* 
Empower orb* 
Energy conduit* 
Explosive runes 
Illusionary script 
Item 

Secret page 


Uncommon Uncommon 
Alarm 


Armour 


Rare 

Colour spray 
Dancing lights 
Audible glamer Gaze reflection 
Boneflint* Identify 

Comp. languages Message 
Detect undead ` N's magic aura 
Erdlu claw* Ventriloquism Flame arrow Infravision 
Find familiar Wizard mark Fleet feet* Ls tiny hut Sepia snake sigil 
Fossilisation* Fly Mask magic* Touch the Black* 
Giant fur* Gardener touch* M's min. meteors Water breathing 
Grease Haste Mental dagger* 

Hypnotism Hold person Monst. summ. I 

Illusory talent Invisibility 10' r, Phantom steed 

Mending Lightning bolt ` Prot. norm. miss. 

Shocking grasp Non-detection Spectral force 

Spider climb Nurturing seeds* Stoneiron* 

Spook Prot. fr. evil 10’ r. Suggestion 

Taunt Ranike cloud* ^ Vampiric touch 

Unseen servant Slow Wind wall 

Prot. from evil Tongues Wraithform 


Table 5 
Fourth-Level Spells 


Roll Common 


Table 3 
Second-Level Spells 


Roll Common Uncommon Rare Uncommon Rare 


Alter self 
Blindness 
Darkness 15' r. 
Deeppockets 
Detect evil 
Detect psionics* 
ESP 

Flaming sphere 
Forget 

Imp. phant. force 
Invisibility 
Knock 

Levitate 

Locate object 
Pyrotechnics 
Strength 
Summon swarm 
T's UH. Laughter 
Web 

Whispering wind 


Bind 
Boneharden* 
Bonewood* 
Continual light 
Deafness 


Blur 

Cerulean shock* 
Eye of the storm* 
Fool’s gold 

Foot. o/t quarry* 


Detect invisibility Irritation 


Fog cloud 
Glitterdust 


Hypnotic pattern 


Know alignment 


Melf's acid arrow 


Misdirection 
Ray of enfeeble. 
Scare 

Shatter 
Spectral hand 
Stinking cloud 
Wakefulness* 
Ward* 

Wizard lock 


Ls trap 

Magic mouth 
Magic trick* 
Mirror image 
Orb of power* 
Plant renewal* 
Rope trick 
Spawn heritage" 
Roll again 

Roll again 


Backlash* 
Charm monster 
Confusion 
Dimension door 
Enchanted weap. 
Fire charm 

Fire trap 

Ice storm 

Mage seeker* 
Minor creation 
Min. globe of inv. 
Phantasmal killer 
Plant growth 
Psionic dampener* 
Psionic tracer* 
Raze* 
Scapegoat* 
Stoneskin 

Trans. sand-stone* 


Wall of fire 


Border guard* 
Contagion 

Dig 

Ev's black tents. 
Extension I 

Fear 

Fumble 
Gloomcloud* 
Improved invis. 
Ls secure shelter 
Massmorph 
Monst. summ. II 
O's resilient sph. 
Polymorph other 
Polymorph self 
Shadow monsters 
Shout 

Vacancy 

Wall of ice 
Woodiron* 


Detect scrying 
Enervation 
Halluc. terrain 
Illusionary wall 
Magic mirror 
Rainbow pattern 
R's mnem. enhan. 
Solid fog 

Spell deferment* 
Sphere of entrap* 
Spiderstrand* 
Wizard eye 
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Table 8 
Seventh-Level Spells 


Table 6 
Fifth-Level Spells 


Roll Common 


Advan. illusion 
Animal growth 
Animate dead 
Chaos 

Cloudkill 

Cone of cold 
Domination 
Erdlu egg* 
Feeblemind 
Guard life* 
Hold monster 
Major creation 
Ms faithf. hound 
Psionic override* 
Rejuvenate* 
Telekinesis 
Teleport 

Trans. rock-mud 
Wall of stone 
Roll again 


Table 7 
Sixth-Level Spells 


Roll Common 


Anti-magic shell 
Chain lightning 
Conjure animals 
Control weather 
Death spell 
Disintegrate 
Globe of invuln. 
Guards & wards 
Improved haste* 
Improved slow* 
Invisible stalker 
Mass suggestion 
Mirage arcana 
Move earth 

O's freezing sph. 
Perm. illusion 
Psychic reversal* 
Shadow shroud* 
Stone to flesh 
Trans. water-dust 


Uncommon 
Avoidance 

B's interp. hand 
Conjure elem. 
Def. dist. ward* 
Demi-shad. mon. 
Distance distort. 
Dream 
Extension II 
Fabricate 

False vision 
Kank shell* 

Ls secret chest 
Monst. summ. III 
Passwall 
Seeming 
Shadow magic 
Summon shadow 
Wall of force 
Roll again 

Roll again 


Uncommon 

B's forceful hand 
Conj. grt. elem.* 
Contingency 
Death fog 
Demi-shad. mag. 
Ensnarement 
Extension III 
Eyebite 

Glassee 

Isolate Templar* 
Mislead 


Monst. summ. IV 


M's lucubration 
Prog. illusion 
Project image 
Repulsion 
Shades 

T's transform. 
True seeing 
Veil 


Rare 

Airy water 
Cont. oth. plane 
Death whip* 
Dismissal 

Ls lam. belab. 
Magic jar 
Sending 
Shadow door 
Steal energy* 
Wall of iron 


Rare 

Enchant an item 
Geas 

Legend lore 
Lower water 
Part water 
Reincarnation 


Roll Common 


1 
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Cleansing flame* 
Control undead 
Finger of death 
Forcecage 

M's sword 

Power word, stun 
Semiperm* 

Spell turning 
Telep. w/out error 
Vanish 


Table 9 
Eighth-Level Spells 


Roll Common 


1 


2 
3 
4 
5 
6 
7 
8 
9 
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B's clenched fist 
Glassteel 
Incendiary cloud 
Mass charm 
Mindblank 
Permanency 
Poly. any object 
Power wd, blind. 


Uncommon 


Rare 


B's grasping hand Banishment 


Charm plants 
Del. bl. fireball 
Doom legion* 
D's inst. summ. 
Monst. summ. V 
Phase door 
Prismatic spray 
Reverse gravity 
Shadow walk 
Simulacrum 
Statue 


Uncommon 
Anti/sympathy 
Binding 

Cr. tree of life* 
Maze 

Mons. summ. VI 
O's telek. sphere 
O’s irres. dance 
Prismatic wall 


S'sspellimmunity Screen 


Roll again 


Table 10 
Ninth-Level Spells 


Roll Common 


1 


B’s crushing hand 
Energy drain 
Meteor swarm 
Power word, kill 
Psionic chann.* 
Shape change 
Time stop 

Vamp. youth. * 


Sink 


Uncommon 
Crystalbrittle 
Foresight 
Imprisonment 
Land lock* 


Mons. summ. VII 
Pact of darkness* 


Prismatic sphere 
Temporal stasis 


Duo-dimension 
Mass invisibility 
M's mag. mans 
Open gray port.* 
Sequester 

Vision 

Ward's revenge* 


Rare 

Clone 

Demand 
Obsidian death* 
Prot. from. time* 
Symbol 

Trap the soul 


Rare 

Astral spell 

M's disjunction 
Succor 

Weird 
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Priest Spells 


The first tables contain spells from the Sphere of the Cosmos. If 
a roll indicates an elemental or paraelemental Sphere, roll on the 
chart for the appropriate level on the elemental tables below. 


Table 11 Table 14 


First-Level Spells 
Roll Common 
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Anim. friendship 
Cure light wds. 
Detect magic 
Detect poison 
Light 

Prot. from evil 
Sphere of Air 
Sphere of Earth 
Sphere of Fire 
Sphere of Water 


Table 12 
Second-Level Spells 


Roll Common 


1 


2 
3 
4 
5 
6 
7 
8 
9 


Aid 

Barkskin 

Charm per/mam. 
Hold person 
Slow poison 
Snake charm 
Speak w/ anim. 
Spiritual hammer 
Sphere of Air 
Sphere of Earth 
Sphere of Fire 
Sphere of Water 


Third-Level Spells 


Roll Common 
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Animate dead 
Cure serious wds. 
Dispel magic 
Glyph of warding 
Locate object 
Plant growth 
Prayer 

Summon insects 
Sphere of Air 
Sphere of Earth 
Sphere of Fire 
Sphere of Water 


Uncommon 
Bless 
Command 
Detect evil 
Entangle 

Faerie fire 
Hand of s-king* 
Invis. to anim. 
Loc. anim/plant 
Pass w/o trace 
Proof vs. und. 
Remove fear 
Sanctuary 


Uncommon 
Bonewood* 
Chant 
Enthrall 

Find traps 
Goodberry 
Know align. 
Might of s-king* 
Obscurement 
Silence 15’r, 
Trip 

Warp wood 
Wyvern watch 


Uncommon 
Continual light 
Cure disease 
Hold animal 
Magic. vestment 
Ranike cloud* 
Snare 

Speak w/ dead 
Spike growth 
Tree 

Roll again 


Rare 

Combine 

Det. snares/pits 
Invis. to undead 
Shillelagh 

Sphere of Magma 
Sphere of Rain 
Sphere of Silt 
Sphere of Sun 


Rare 
Altruism* 
Augury 

Black cairn* 
Detect charm 
Messenger 
Withdraw 
Sphere of Magma 
Sphere of Rain 
Sphere of Silt 
Sphere of Sun 


Rare 

Cure blind/deaf. 
Feign death 
Neg. plane prot. 
Remove curse 
Remove paral. 
Starshine 
Sphere of Magma 
Sphere of Rain 
Sphere of Silt 
Sphere of Sun 


Fourth-Level Spells 
Roll. Common 


= m= m 
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Anim. summ. I 
Cloak of bravery 
Cure critical wds. 
Giant insect 
Neutralise poison 
Prot. evil 10'r. 
Repel insects 
Sticks to snakes 
Sphere of Air 
Sphere of Earth 
Sphere of Fire 
Sphere of Water 


Table 15 
Fifth-Level Spells 


Roll Common 


Jl 
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Animal growth 
Anim. summ. II 
Dispel evil 
Heal 

Heart call* 
Insect plague 
Sphere of Air 
Sphere of Earth 
Sphere of Fire 
Sphere of Water 


Table 16 
Sixth-Level Spells 


Roll Common 
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Anim. summ. III 
Animate object 
Blade barrier 
Find the path 
Isolate Templar* 
Speak w/monst. 
Wall of thorns 
Weather summ. 
Sphere of Air 
Sphere of Earth 
Sphere of Fire 
Sphere of Water 


Uncommon 
Call wood. beings 
Detect lie 
Divination 
Halluc. forest 
Image of s-king* 
Imbue w/ sp. ab. 
Plant door 
Speak w/ plants 
Spell immunity 
Tongues 
Weather stasis* 
Roll again 


Uncommon 
Anti-plant shell 
Commune 
Comm. w/ nat. 
Moonbeam 
Pass plant 
Rainbow 
Rejuvenate* 
Tree growth* 
True seeing 
Roll again 


Uncommon 
Anti-anim. shell 
Conjure animals 
Cr. tree of life* 
Heroes' feast 
Liveoak 
Unliving ident.* 
Wis. of s-king* 
Word of recall 


Rare 

Abjure 

Free action 

Hold plant 
Spawn song* 
Sphere of Magma 
Sphere of Rain 
Sphere of Silt 
Sphere of Sun 


Rare 
Atonement 
Magic font 

Plane shift 
Quest 

Sphere of Magma 
Sphere of Rain 
Sphere of Silt 
Sphere of Sun 


Rare 
Forbiddance 
Raise dead 
Transp. via plants 
Turn wood 
Sphere of Magma 
Sphere of Rain 
Sphere of Silt 
Sphere of Sun 
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Table 17 
Seventh-Level Spells 
Roll Common 
1 Changestaff 
Confusion 


Uncommon 
Bane of defilers* 
Conversion* 
Creeping doom 
Holy word 
Restoration 
Succor 

Symbol 

Wild lands* 


Regenerate 
Reincarnate 
Sphere of Air 
Sphere of Earth 
Sphere of Fire 
Sphere of Water 


Elemental Spells 


* denotes a spell, detailed in the Campaign Guide. 


** denotes a spell from the Tome of Magic. 
T denotes a wizard spell. 


Table 18 
Sphere of Air 
Roll First Level 

Create Holy Element* 
Curse of Tongues* 
Deep Breath* 
Elemental Bonding* 
Feather FallT 
Feather Flight* 


Second Level 
Channel Stench* 
Coat of Mist* 
Dust Devil 
Merciful Shadows* 
Slave Scent* 

Steal Breath* 
Whispers* 

Winds of Change* 
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Third Level 

Air Lens* 

Call Lightning 

Conjure Lesser Elemental* 
Create Smoke* 

Gust of WindT 

Wind WallT 


Fourth Level 

Control Temperature, 10’ Radius 
Chimes of Finding” 

Defiler Scent* 

Fly} 

Protection from Gas, 5’ Radius* 
Protection from Weather* 


Rare 

Astral spell 
Exaction 

Gate 
Resurrection 
Sphere of Magma 
Sphere of Rain 
Sphere of Silt 
Sphere of Sun 


1 
2 
3 
4 
5 
6 
7A 
8 
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Fifth Level 

Air Walk 

Cloud of Purification* 
Conjure Elemental* 
Control Winds 
Elemental Forbiddance* 
Good Weather* 

Sands of Time* 


Sandstorm* 


Sixth Level 

Aerial Servant 

Isolate Templar* 
Mark of the Hunted* 
Silt Tides* 

Watchful Eyes* 
Weather Summoning 


Seventh Level 

Conjure Greater Elemental* 
Control Weather 

Create Shrine* 

Initiation * 

Sirocco* 

Silt Cyclone* 

Wind Walk 

Roll again 


Table 19 
Sphere of Earth 
Roll First Level 
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Boneflint* 

Create Holy Element* 
Elemental Bonding* 
Fist of Stone* 
Fossilisation* 

Magical Stone 


Second Level 


Boneiron* 

Burrow* 

Earthen Grasp* 

Fool's GoldT* 

Footsteps of the Quarry* 
Pit* 

Soften Earth and Stone* 
Roll again 
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1 
2 
3 
4 
5 
6 
T 
8 
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Third Level 
Bramblestaff* 

Conjure Lesser Elemental* 
Curse of the Black Sand* 
Meld Into Stone 

Oil Spray* 

Sand Spray* 

Stone Shape 

Stoneiron* 


Fourth Level 
Infestation* 

Return to the Earth* 
Sand Warriors* 
Spawn Song* 

Stone of Sharpening 
Thorns of Binding* 
Whirlpool of Doom* 
Woodiron* 


* 


Fifth Level 

Conjure Elemental* 
Crumble* 

Elemental Forbiddance* 
Ironskin* 

Rejuvenate* 

Spike Stones 

Transmute Rock to Mud 
Tree Growth* 


Sixth Level 
Heartseeker* 

Isolate Templar* 

Sand Blade* 

Silt Tides* 

Stone Tell 

Transmute Water to Dust* 


Seventh Level 

Animate Rock 

Conjure Greater Elemental* 
Create Shrine* 

Glass Storm* 

Earthquake 

Initiation * 

Silt Cyclone* 

Transmute Metal to Wood 
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Table 20 
Sphere of Fire 
Roll First Level 


Seventh Level 
Chariot of Sustarre 
Conjure Greater Elemental* 


Create Holy Element* 
Elemental Bonding* 
Endure Heat/Endure Cold 


Faerie Fire 
Fire Burst* 
Log of Everburning** 


Second Level 

Clues of Ash* 

Fire Trap 

Flame Blade 

Heat Metal 

Produce Flame 

Resist Fire/Resist Cold 


Third Level 

Conjure Lesser Elemental* 
Create Smoke* 

Flame Walk 

Heat Exhaustion* 
Protection from Fire 
Pyrotechnics 


Fourth Level 
Channel Flame* 
Everlasting Fire* 
Fire Lance* 

Fire TrapT 

Fire Wake* 
Produce Fire 


Fifth Level 

Conjure Elemental* 

Elemental Forbiddance* 

Flame Harvest* 

Flame Strike 

Protection from Fire, 15' RadiusT 
Wall of Fire 


Sixth Level 
Isolate Templar* 
Fiery Constrictor* 
Fire Seeds 

Spirit of Flame* 
Sunstroke* 
Watchfire* 


Create Shrine* 


Fire Storm 
Initiation* 
Proof against Fire* 


Table 21 
Sphere of Magma 


Roll 


First Level 

Burning Sands* 

Create Holy Element* 
Elemental Bonding* 
Endure Heat/Endure Cold 
Magical Stone 

Obsidian Blade* 


Second Level 

Heat Metal 

Pit* 

Produce Flame 

Resist Fire/Resist Cold 
Smelting* 
Stoneflame* 


Third Level 

Conjure Lesser Elemental* 
Magma Jet* 

Meld Into Stone 
Protection from Fire 
Pyrotechnics 

Stone Shape 


Fourth Level 

Fire Wake* 

Magma Blade* 
Magma Shield* 
Melt Metal* 
Produce Fire 
Whirlpool of Doom* 


Fifth Level 

Conjure Elemental* 

CloudkillT 

Elemental Forbiddance* 
Protection from Fire, 15' RadiusT 
Transmute Rock to Mud 

Wall of Fire 


Sixth Level 

Death FogT 

Earthwrack* 

Isolate Templar* 

Magma Blast* 

Transmute Rock to Magma* 
Transmute Sand to Glass* 


Seventh Level 

Conjure Greater Elemental* 
Create Shrine* 

Earthquake 

Eruption* 

Initiation* 

Magma Tunnel* 


Table 22 
Sphere of Rain 
Roll First Level 
1 Create Holy Element* 
2 Create Water* 
3 Elemental Bonding* 
4 Frost Fingers* 


Second Level 
Coat of Mist* 
Crystallise* 
Frost Breath* 
Hailstone* 


Third Level 

Cloudburst* 

Conjure Lesser Elemental* 
Ice Spikes* 

Water Breathing 


Fourth Level 

Acid Rain* 

Ice Blade* 

Soothe* 

Protection from Weather* 
Water Trap* 

Roll again 


Fifth Level 

Cloud of Purification* 
Conjure Elemental* 
Elemental Forbiddance* 
Good Weather* 


Table 23 
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Sixth Level 

Isolate Templar* 

Part Water 

Transmute Water to Dust* 
Weather Summoning 
Withering Touch* 

Roll again 


Seventh Level 

Conjure Greater Elemental* 
Create Shrine* 

Heart of Ice* 

Initiation* 

Water Form* 

Roll again 


Sphere of Silt 


Roll 
1 


2 
3 
4 


First Level 

Create Holy Element* 
Elemental Bonding* 
Sea Legs* 

Silt Swimmer* 


Second Level 

Black Sand* 

Burrow* 

Pit* 

Soften Earth and Stone* 


Third Level 

Conjure Lesser Elemental* 
Curse of the Black Silt* 
Oil Spray* 

Sand Spray* 


Fourth Level 

Curse of the Choking Sands* 
EnervationT 

Evard's Black TentaclesT 
Sand Warriors* 

Spawn Song* 

Whirlpool of Doom* 


Fifth Level 

Conjure Elemental* 
Crumble* 

Dispel Water* 
Elemental Forbiddance* 
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Table 24 


Sixth Level 
Isolate Templar* 
Sand Blade* 
Silt Tides* 


Seventh Level 

Conjure Greater Elemental* 
Create Shrine* 

Glass Storm* 

Initiation * 

Silt Cyclone* 

Sirocco* 


Sphere of Sun 


Roll 


First Level 

Create Holy Element* 
Elemental Bonding* 
Endure Heat/Endure Cold 
Spark of Blinding* 
Sunscorch* 


Second Level 

Create Mirage* 
Healing Rays* 

Heat Metal 

Merciful Shadows* 
Resist Fire/Resist Cold 
Roll again 


Third Level 

Air Lens* 

Conjure Lesser Elemental* 
Heat Exhaustion* 
Protection from Fire 
Pyrotechnics 


Sunblade* 


Fourth Level 

Control Temperature, 10' Radius 
Mirage of Despair* 

Mirage Wall* 

Produce Fire 

Sunburst* 

Roll again 


Table 25 


Fifth Level 

Conjure Elemental* 
Elemental Forbiddance* 
Reflect* 

Unearthly Heat* 


Sixth Level 
Isolate Templar* 
Sol's Searing Orb** 
Sunstroke* 


Seventh Level 

Conjure Greater Elemental* 
Create Shrine* 

Dehydrate* 

Initiation* 

Sunray 

Roll again 


Sphere of Water 


Roll 
1 


2 
3 
4 


First Level 

Create Holy Element* 
Create Water* 
Elemental Bonding* 
Purify Food and Drink 


Second Level 
Clear Water* 
Coat of Mist* 
Crystallise* 

Speak with Water* 
Water Witch* 

Roll again 


Third Level 
Bramblestaff* 

Circle of Life* 

Conjure Lesser Elemental* 
Create Food and Water* 
Water Breathing 

Water Walk 
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Fourth Level 

Acid Rain* 

Curse of the Choking Sands* 
Lower Water 

Lungs of Water* 
Protection from Weather* 
Reflecting Pool 

Soothe* 

Thorns of Binding* 

Water Trap* 

Roll again 


Fifth Level 

Cloud of Purification* 
Conjure Elemental* 
Crumble* 

Elemental Forbiddance* 
Good Weather* 
Rejuvenate* 

Sands of Time* 


Roll again 
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Sixth Level 
Heartseeker* 

Isolate Templar* 

Part Water 

Transmute Water to Dust* 
Waters of Life* 


Seventh Level 

Conjure Greater Elemental* 
Create Shrine* 

Dehydrate* 

Initiation” 

Water Form* 

Roll again 


Undead beings in all fantasy worlds come 
in a wide variety of forms. In the world of 
Athas, though, each undead is a unique 
entity. A person fighting a zombie in one 
section of ruins might encounter another 
zombie in a different section that has 
completely different attack forms, defences, 
and vulnerabilities. Some ideas concerning 
the construction of Athasian undead 
have been given in the DARK SUN rule 
books and the article “A Letter From the 
Wanderer” by Troy Denning (see page 
2). This article is intended to serve as a 
supplement for these sources by offering a 
listing of the most common powers among 
Athasian undead. 


Types of Undead 


On Athas, undead may be of any humanoid 
race, although undead of the player 
character races are most common. (Some 
stories claim that undead versions of non- 
humanoid creatures do exist, though these 
are rare.) Undead exist in one of two states: 
corporeal or incorporeal. 

Corporeal undead have some tangible, 
physical form. This could be a completely 
intact body, a skeleton, or just an animated 


skull. Undead in this state can affect physical 
objects as a living being does, and can be 
r harmed by all normal methods (unless they 


have special defences, of course). 
Incorporeal undead either have no 


physical form or have forsaken it upon their 
transition to undead status. They normally 
appear as insubstantial representations 


of their appearance in life, although some 
incorporeal undead appear in amorphous 


or gaseous forms. Undead in this state 
can move through solid objects and pass 
through any barrier not protected by magic 


or lined with lead or gold. This ability does 
not make them immune to physical attacks, 
BY THERON MARTIN however. Any object struck or thrown at an 
incorporeal undead with intent to harm can 
inflict damage, as can all forms of magical 
Give YO u r Da rk S u n U n d ea d and psionic attacks and even the life- 
draining effects of defiler magic. 
2 Some Athasian scholars speculate that 
Th ese Spec | a | Powe rs this may be possible because the life force 
required to animate the undead spirit is still 
vulnerable to harm, but no one knows for 
sure. Some incorporeal undead wear items 
(usually suits of armour) that retain their 
physical existence despite the undead’s 
intangible state. 
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Undead Creation 


In general, undead should be created as 
regular NPCs, although the time, method, 
and circumstances of the NPC's death 
(and whatever effect these factors have 
on the NPC’s personality) also must be 
determined and described. The corporeality 
(or lack thereof) of the undead must then 
be chosen, as must the category of Athasian 
undead, if the undead is to belong to one 
of the standard types. Once these factors 
have been determined, the undead's special 
powers must be chosen. 

To determine the number of powers 
that the undead has, roll 1d8 and add the 
following modifiers: 

e -2 if the undead was Ist-2nd level in 


life. 

e  «6ifthe undead was 6th-9th level in 
life. 

e +12 if the undead was 10th level or 
higher in life. 


e +1 per two levels over 14 in life (ie, 
+ 1 for levels 15-16, +2 for levels 17- 
18 etc.) 

e = -1 if the NPC's death resulted from 
natural causes. 

e 41 if the NPC's death was unusually 
violent. (Note: a death in a normal 
combat is not considered “unusually 
violent”.) 

All modifiers are cumulative. Once the 
number of powers has been calculated, 
roll on Table 1. The result determines the 
number of powers the undead possesses. 
The DM now has the option of choosing 
appropriate powers from Tables 3-5 or 
rolling them randomly. 

In the latter case, roll on Table 2 to 
determine the kinds of powers the undead 
has, then roll on the appropriate tables to 
determine the exact powers. If random 
generation is used, reroll anytimearollresults 
in the undead possessing contradictory 
powers (for example, Nauseous Stench and 
Immunity to Detection). 

Starred entries on the power tables 
indicate powers that are described in the 
following text. Unless otherwise noted, all 
powers are usable at will, and any power 
that duplicates a spell is usable either at 
the undead’s level or Hit Dice (for the rest 
of the text, “level” and “Hit Dice” may be 
used interchangeably) or at the minimum 
level necessary to cast that spell, whichever 
is greater. 


Most touch-based powers are triggered 
by wilful contact by the undead, which in 
combat requires a successful attack roll. In 
most cases, powers that are rolled a second 
time are doubled in intensity, frequency, 
duration, or area of effect, at the DM’s 
option. For example, a doubled Cold Touch 
power would inflict 4d4 points of damage, 
while a doubled detection power would 
have two cumulative rolls for range. 

Some powers have additional special 
effects if doubled or rolled a second time, 
and some powers cannot be doubled or 
rolled again. These powers are noted as such 
in the specific descriptions in the following 
text. 

Entries marked “DM choice” allow the 
DM to choose a power from the same table 
or insert a power of the DM's creation into 
the table. 

In addition to the special powers of 
general, offensive, or defensive nature, some 
undead may have special vulnerabilities as 
well. These should be created by the DM 
as necessary; literary sources concerning 
undead and AD&D game monster listings 
offer many possibilities, or the DM could 
make some up. 

Due to the special nature of the DARK 
SUN setting, Athasian undead are less likely 
than their counterparts on other worlds to 
have vulnerabilities to sunlight or elemental 
extremes (such as intense heat). Athasian 
undead would be much more likely to have 
vulnerabilities to iron or water, however, 
and vulnerabilities in the forms of territorial 
restrictions are common. 

As a general rule, a vulnerability always 
outweighs any power when the two come 
into conflict. 


Table 1: Number of Powers 
1d8 roll # of Powers 
0 or less None 

1-3 bl 
4-7 
8-10 


11-13 
14-16 
17-18 
19-20 
21-22 
23-24 
25+ 
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Table 2: Power Types 
1d100 roll Type of Power 
01-30 General power 
Offensive power 
Defensive power 
Vulnerability 
(chosen by the DM) 


31-60 
61-90 
91-00 


General Powers 


Flight: The undead can fly at a movement 
rate determined by the following chart, at 
manoeuvrability class B: 


1d20 roll Movement Rate 
1-3 12 
4-7 15 
8-12 18 
13-17 24 
18-20 30 
Limited range teleportation: The 


undead can perform the equivalent of a 
dimension door spell at will, except that 
it can relocate into a solid object only if 
incorporeal at the time. 

Unlimited range teleportation: Twice 
per day the undead can teleport witbout error, 
as the wizard spell. 

Detect magic or detect psionics: The 
undead can detect any magic or psionic 
power used within a range determined by a 
roll on Table 6. 

Special tracking: Once the undead 
has focused on a target familiar to itself, 
it can unerringly track that target over 
any distance; it can even track a target 
onto another plane 5096 of the time, if the 
undead also can perform extraplanar travel. 
Only magic and psionic powers that prevent 
the target from being scried can hinder this 
power. 

Detect presence: The undead can detect 
the presence of a particular substance or 
race within a range determined by a roll on 
Table 6. A vague impression of the amount 
of substance or number of the race present 
can be determined (one, "a few", or 
“many”, for example). 

The type of substance or race that the 
undead can detect must be determined 
at the time the power is chosen, either by 
random roll or DM's choice. Additional rolls 
on this result either increases the detection 
range or allows additional substances or 
races to be detected. 
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Table 3: General Powers 


1d100 roll 


01-07 
08-11 
12-14 
15-17 


18-19 


20-22 
23-26 
27-30 
31-35 
36-39 
40-43 
44-45 


46-50 
51-54 
55-57 
58-59 


60-62 
63-67 
68-70 
71-73 
74-76 
77-78 
79-83 


84-87 
88-91 
92-95 
96-98 


99-00 


Power 
*Flight 
Levitation (as spell) 
Blink (as spell) 
*Limited range 
teleportation 
*Unlimited range 
teleportation 
Telekinesis (as spell) 
*Detect magic use 
*Detect psionic use 
*Detect life 
*Special tracking 
*Detect presence 
Animate dead (as spell; 3/ 
day) 
Audible glamer (as spell) 
*Create illusion 
Invisibility (as spell) 
Polymorph self (as spell; 
3/day) 
*Generate darkness 
*Increased Strength 
*Increased Dexterity 
* Ambulatory body parts 
*Doppelganger effect 
*Increased psionic ability 
Become corporeal/ 
incorporeal 
*Rot living material 
*Putrefying touch 
DM choice 
Roll again, doubling next 
power rolled 
Roll twice more 


Table 6: Power Range Chart 


1d20 roll 


1-3 
4-11 
12-14 
15-16 
17-18 
19-20 


Range 
60 yards 
120 yards 
240 yards 
440 yards (1⁄4 mile) 
880 yards (1^ mile) 
1,760 yards (1 mile) 


Table 4: Offensive powers 
1d100 roll Power 


01-04 


05-06 
07-10 
11-12 


13-15 


16-18 
19-20 


21-22 


23-24 
25-27 
28-29 
30-21 


* Additional physical 
attack form 

* Acid touch 

Cold touch (2d4 damage) 
Shocking touch (2d4 
damage) 

Superheated touch (2d4 
damage) 

*Dehydration touch 
Poison touch (as poison 
spell) 

Withering touch (as staff of 
witbering) 

Aging touch (10d4 years) 
*Disease touch 
*Blinding touch 

*Inflict insanity 
*Mummy rot 

*Paralysis 

*Life disruption 

*Drain ability score 
*Soul drain 

Energy drain (one level/ 
HD per touch) 
*Vampiric drain 
*Teleport victim 

*Fatal foresight 

* Curse 

* Aging appearance 
*Guilt stare 

*Fear 

Charm gaze (as charm 
monster spell) 

*Death gaze 

*Death cry 

*Nauseous stench 

* Possession 

* Minor spell abilities 

* Major spell abilities 
*Superheated blast 
*Breath weapon 

DM choice 

Roll again, doubling power 
Roll twice 


Table 5: Defensive powers 
1d100 roll Power 


01-04 


05-08 


09-11 
12-15 


16-18 
19-21 
22-24 


25-27 
28-30 
31-34 


35-37 


38-40 


41-43 


44-47 


48-49 


50-55 


56-58 


59-61 


62-64 
65-67 
68-70 
71-72 
73-76 
77-83 


84-86 
87-89 


90-93 
94-96 
97 
98-00 


Immunity to blunt 
weapons 

Immunity to piercing/ 
slashing weapons 
*Immunity to psionics 
*Immunity to mind- 
affecting spells 
*Immunity to turning 


*Immunity to element 


Immunity to spell school/ 
sphere (choose one) 
*Immunity to bane 


*Immunity to detection 


Harmed only by silver or 
magical weapons 
Harmed only by magical 
weapons 

Harmed only by silver 
weapons 

Harmed only by metal 
weapons 

Harmed only by organic- 
based weapons 

Harmed only by normal 
weapons 

*Half damage from 
specific attack 

Magic resistance (5%/level, 
90% maximum) 

Psionic resistance (5%/ 
level, 90% maximum) 
*Reflect magic 


*Reflect psionics 
*Reflect physical attacks 
*Immolation 

*Reform 


Improved Armour Class 
(+4 bonus) 
*Regeneration 


Assume gaseous form (as 
potion) 

DM choice 

Roll again, doubling power 
Roll twice 


Vulnerability 
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Create illusion: The undead can 
generate illusions with both visual and 
audible components at a range of up to 120’. 
The illusion can be maintained as long as the 
undead does not break its concentration. 
This ability can be used three times per day. 

Generate darkness: The undead can 
generate a 10’ radius area of magical 
darkness around itself or any target up to 
20 yards away. 

Increased Strength or Dexterity: 
The undead's natural Strength or Dexterity 
is increased by four points. These results 
cannot be repeated or doubled. 

Ambulatory body parts: The undead's 
body parts can function independently 
of each other if detached from the body. 
Unattached body parts retain all attack 
forms, psionic abilities, and magical abilities 
particular to that body part (eg, a severed 
head would retain psionic abilities and a bite 
attack, while a severed arm would retain its 
claw attack). They also retain any physical, 
magical, and psionic traits not keyed to a 
specific body part (such as flying). 

Detached heads and arms have a 
movement rate of 1, while individual 
detached arms and legs have % of the 
creature's normal movement rate. Detached 
legs, arms, and head each account for 10% 
of the undead's hit point, while the torso 
retains 50% of the undead’s hit points. 

Spells requiring verbal components 
only may be cast by the head, while spells 
requiring somatic components may be cast 
only if the arms are within 5’ of the head. 

Since the undead's soul controls the body 
even if the head is destroyed, each detached 
part must be destroyed separately. This 
power is often found in combination with 
the Regeneration power. The undead must 
be corporeal to use this power. If this result 
is doubled or chosen a second time, the 
undead may detach and reattach its body 
parts at will. 

Doppelgánger effect: Similar to a 
doppelgánger the undead can perfectly 
mimic the voice and appearance of any 
humanoid of the same size class as the 
undead. This power is rarely found in 
undead of size classes other than Medium. 

Increased psionic ability: The undead's 
psionic ability is increased by four levels, to 
a maximum of 20th level. If the undead 
formerly had no psionic powers, then it 
gains psionic ability equivalent to a 4th-level 
psionicist. 


Rot living material: Any living material 
touched by the undead immediately rots 
and becomes useless. If used against a 
living creature, the undead’s touch causes 
2d4 damage that only can be cured by 
magical means. If used against a tree of life, 
the undead's touch causes 2d4 damage per 
round of contact. This is not the same as 
the life-draining effects of defiler spells, 
because living material can grow again in the 
affected area upon the undead's departure. 
No undead possessing this power will be 
found in the Forest Ridge (the halflings 
are very careful about tracking down and 
destroying undead with this power). 

Putrefying touch: Contact with the 
undead destroys purity and freshness. Any 
food or drink touched by the undead is 
affected by the equivalent of a putrefying 
food and drink spell, although magical foods 
and liquids have a 5096 chance to resist 
this effect. The undead may affect up to 
one cubic foot (about 7.5 gallons) of food 
or drink by a touch, and up to 1,000 cubic 
feet (a 10' x 10' x 10' area, or about 7,500 
gallons) by full immersion. This power will 
never be found in combination with the 
Dehydration Touch power. 

Additional physical attack forms: The 
transformation to undead status gives the 
undead jagged claws and a sharp-toothed 
bite that are capable of inflicting damage. 
The undead can make two unarmed claw 
attacks and one bite attack (or one armed 
attack and one bite attack) per round. 
Damage inflicted is dependent on size class 
(consult the following chart): 


Size Claw damage Bite damage 
S 1d3 1d2 
M 1d4 1d3 
L 1d6 1d6 
H 2d4 2d6 
G 3d4 3d6 


Claw damage is modified by any 
applicable Strength bonuses. This result 
cannot be doubled or chosen twice, nor can 
it be chosen for undead that naturally have 
claw and bite attacks (such as thri-kreen). 

Dehydration touch: The undead's 
touch drains a victim of some of its 
bodily fluids. The victim suffers instant 
dehydration, resulting in the loss of 1d4 
points of Constitution per round of contact. 
Losses are temporary, and can be restored 
through normal rehydration (see Dark Sun 
Campaign Guide, page 219). 


Victims reduced to a Constitution below 
3 by this power are slain. This power is most 
common among those who have died from 
dehydration. 

Disease touch: Any contact between 
the undead and victim inflicts a debilitating 
viral infection on the victim, unless a saving 
throw vs. poison is made. The infection 
takes effect in 1d6 turns and causes the loss 
of one hit point per turn and one point each 
of Strength, Dexterity, and Constitution per 
day until the victim is rendered unconscious 
or has an ability score reduced to below 3, 
at which point the victim dies, Recovery 
requires 5d4 days of complete rest. No 
curative spell other than cure disease will 
affect the victim. 

The exact type of disease caused and its 
visible effects on the character are left to 
the DM. This power cannot be doubled or 
chosen again. 

Blinding touch: The undead’s touch 
blinds a victim for 1d4+1 turns unless a 
saving throw vs. spells is made. Additional 
touches have cumulative durations. If 
this result is doubled or chosen again, the 
blindness is permanent. This effect may 
be removed by a cure blindness spell or its 
equivalent. 

Inflict insanity: The undead’s touch 
renders its victims insane unless they make 
a saving throw vs. spells with a -2 penalty. 
Affected individuals are unable to cast 
spells of any sort for 1d4+1 turns. (Treat as 
a confusion spell with no chance for acting 
in a non-confused manner.) Alternative 
effects, such as intense paranoia, catatonia, 
or maniacal rage, can be used at the 
DM's discretion. Additional touches have 
cumulative durations. 

If this result is doubled or chosen again, 
the inflicted insanity is permanent. This 
effect may only be cured by a heal spell or 
its equivalent. 

Mummy rot: The undead’s touch inflicts 
its victims with a rotting disease that 
becomes fatal in 1d6 months. Each month 
the victim permanently loses two points of 
Charisma, and wounds heal at only 10% 
of the normal rate. Magical regeneration 
restores lost damage, but does not otherwise 
affect the course of the disease. No other 
form of magical or psionic healing except 
cure disease or its equivalent will affect the 
victim. 

This power cannot be doubled or chosen 
again. 
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Paralysis: This power may affect victims 
on sight or on contact; determine this when 
the power is chosen. In the former case, 
victims are so terrified by the sight of the 
undead that they become paralysed with 
fear; victims with levels equal to or greater 
than those of the undead are unaffected, 
however. In the latter case, the undead’s 
touch paralyses its victims, with additional 
touches having cumulative durations. In 
both cases, a saving throw vs. paralysation 
is allowed, and the paralysis lasts for 1d2 
rounds plus the undead's level or Hit Dice. 

If this power is doubled or chosen again, 
the undead could possess both forms of this 
power instead of doubling the duration of 
the power. 

Life disruption: This power is usable 
only by incorporeal undead, and is most 
common among racked spirits. When 
the undead passes part or all of its form 
through a living creature, the victim's life 
force is disrupted, stunning the victim for 
2d4 rounds unless a saving throw vs. death 
magic is made. For purpose of this attack, 
only Dexterity and magical bonuses apply 
to the victim's natural Armour Class. 

Drain ability score: On a successful 
touch, the undead temporarily drains two 
points from one of its victim's ability scores 
(determine which one at the time the power 
is chosen). Losses last for 1d4+1 turns, and 
additional touches have cumulative effects. 
If this result is doubled or chosen a second 
time, one ability score can be drained of 
four points or two scores can be drained two 
points each. 

Soul drain: This terrible and greatly 
feared power is extremely rare, and is never 
found in undead of less than 10th level. The 
undead's touch causes a victims life force 
and soul to be drawn out of its body and 
consumed, irrevocably killing the victim (a 
wisb notwithstanding). The remaining body 
collapses into dust 1d4+1 rounds later, and 
cannot be animated or spoken with via 
speak with dead spells. 

Victims with five or fewer levels have 
no saving throw against this effect, while 
victims with greater levels are allowed a 
saving throw vs. spells at a -4 penalty. Magic 
resistance is not effective against this power, 
but an amulet of life protection will completely 
protect the victim. The undead can choose 
not to use this power. 

This result cannot be doubled or chosen 
again. 


Vampiric drain: The undead's touch 
permanently drains 2d4 hit points from its 
victim. These losses can be recovered only 
by a restoration spell, which will restore up 
to 12 hit points per use. If this result is 
double or chosen again, the undead adds 
any drained hit points to its own hit point 
total (with 1d4+1 turn duration). 

Teleport victim: The undead’s touch 
instantly teleports a victim 1d100 miles in a 
random direction. A saving throw vs. spells 
to avoid this effect is allowed only if the 
victim is aware of the effect and is actively 
resisting it. This power cannot be doubled 
or chosen again, and cannot be found in 
combination with the Special Tracking 
power. No undead whose primary purpose 
is to seek out and kill its victims will possess 
this power. 

Fatal foresight: This rare power can 
be possessed only by undead that suffered 
unusually violent deaths. Any direct contact 
with the undead causes the victim to suffer 
intense, realistic visions of her own doom. 
If the victim is immune to fear or a saving 
throw vs. spells is made, there is no lasting 
effect. If the saving throw is failed, there is 
no immediate effect, although the victim 
will be shaken by the visions. 

The next time (and only the next time) 
the victim finds themself in a life-or-death 
situation, though, the victim becomes 
paralysed with fear and remains so until 
removed from the triggering situation (such 
as a life-threatening combat or a violent 
sandstorm, for example). 

Curse: The undead's touch places a curse 
on any victim that fails a saving throw vs. 
spells. The curse typically takes the form 
of an incredible streak of bad luck and 
misfortune: all die rolls are at a - 1/+1 or 596 
penalty (as appropriate), spells are miscast 
1596 of the time, and in general anything 
that can go wrong for the victim will go 
wrong. 

The DM is free to create other types of 
curses, but no curse should be directly fatal 
and all curses last for one day per level of the 
undead. The effects of additional curses are 
cumulative. This result cannot be doubled 
or chosen again. 

Aging appearance: The  undead's 
appearance is so horrific that any humanoid 
(thri-kreen included) seeing it must save 
vs. spells or age 10 years. This power is 
commonly found in combination with the 
Aging Touch power. 
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Guilt stare: This potent power is 
extremely rare. Any undead possessing it 
must be of at least 8th level or possess at 
least 8 HD, have not less than Average (9+) 
intelligence, and be of a non-evil alignment. 
The Guilt Stare is a gaze attack activated 
by eye contact between the undead and a 
victim at a range of 10' or less. Victims are 
allowed a saving throw vs. spells to avoid 
the undead's gaze only if they are actively 
attempting to avoid the undead's gaze. If 
eye contact is made, the victim instantly 
feels all the pain and suffering that she has 
inflicted on others. 

Affected individuals are incapacitated for 
3d6 rounds by the intensity of these feelings. 
At the DM's discretion, some victims may 
receive adjustments to the duration due 
to their alignment and occupation (for 
example, an evil slave trader might have a 
+6 adjustment, while a good-aligned pacifist 
might have a -4 adjustment. Minimum 
duration is one round in any case. 

Fear: The appearance of the undead is so 
horrifying that anyone seeing it must make 
a saving throw vs. spells or flee in panic for 
2d6 rounds. Creatures within 10' of the 
undead must make a saving throw each 
round. 

Death gaze: Any individual meeting 
the gaze of the undead must save vs. death 
magic or die. This power has a range of 30 
feet and is usable once per day. 

Death cry: This potent power is usable 
twice per day, and is activated by the 
anguished cry or wail of the undead. Any 
creature within 30' of the undead when it 
uses this power must save vs. death magic 
or die. Creatures unable to hear the cry are 
immune to this power's effects. (Rumour 
claims that some undead have a psionic 
version of this power that only affects 
psychic individuals within a 60' radius. 
Undead with this variant power are, at best, 
extremely rare.) 

Nauseous stench: The undead exudes a 
carrion stench in a 10’ radius. All who fail 
a saving throw vs. poison are affected by 
retching and nausea for as long as they stay 
in the area of effect. Affected individuals 
attack and make saving throws at a -2 
penalty. Only undead with a corporeal form 
can have this power. 

Possession: This power can be used only 
by incorporeal undead. The undead can 
possess any creature within 10’ per level of 
the undead, as the wizard spell magic jar. 
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This power can be used at will, but if 
it fails against one creature, the undead 
cannot make another attempt against that 
creature for 24 hours. 

Minor spell abilities: The undead can 
innately use a specific wizard spell of levels 
1-5 or priest spell of levels 1-4. The spell 
can be assigned or chosen at random by the 
DM, but cannot be one which already has 
a similar or exact representation in these 
tables. The spell does not necessarily have 
to be a harmful one; there is no reason why 
an undead couldn't have a benign power of 
this type. As a rule, any spell that can have a 
damaging or adverse affect on an opponent, 
or any spell that summons another creature, 
is usable three times per day. All other 
spells are usable at will or are permanent in 
duration. The spell contact other plane cannot 
be chosen for this power, and a spectral hand 
spell can transfer all touch attacks except 
Soul Drain. 

Major spell abilities: The undead 
can innately use a specific wizard spell 
of levels 6-9 or priest spell of levels 5-7. 
The spell can be chosen or determined 
randomly, but cannot duplicate a power 
on these tables and cannot be a spell that 
affects only extraplanar creatures. The 
following spells are ineligible for this power: 
binding, demand, contingency, enchant an 
item, simulacrum, vision, permanency, succor, 
atonement, commune, magic font, word of 
recall, and boly word. 

Frequency of use is left to the DM, but as 
a rule 6th-level wizard spells and 5th-level 
priest spells are usable three time per day, 
7th-level wizard spells and 6th-level priest 
spells are usable twice per day, 8th-level 
wizard spells and 7th-level priest spells are 
usable once per day, and 9th-level wizard 
spells are usable not more than once per day. 
The wish spell, if allowed, should be usable 
not more than once per week, and can only 
be used to grant the wish of another. 

Superheated blast: Three times per 
day the undead can generate a blast of 
superheated air affecting a cone-shaped 
area 30’ long, 5’ wide at its origin, and 15’ 
wide at its end. All creatures in the area 
of effect take 6d6 points of damage (save 
vs. breath weapon for half damage), and 
all creatures of Large or smaller size class 
must make a saving throw vs. petrification 
or be knocked off their feet. This power 
can be used only by undead that died in, or 
currently inhabit, a desert area. 


Breath weapon: Three times per day 
the undead can breathe fire, acid, cold, or 
chlorine gas (DM's choice) into a 10’ cubic 
area immediately in front of itself. Each 
kind of breath weapon inflicts 1d6 damage 
per level of the undead, to a maximum of 
12d6, with a successful saving throw vs. 
breath weapon reducing damage by half 


Defensive Powers 


Immunity to psionics: The undead 
cannot be affected by any form of psionics. 
This power is incompatible with any level 
of functional psionic ability, including wild 
talents. 

Immunity to mind-affecting spells: 
The undead is unaffected by sleep, charm, 
bold, fear, and similar spells that affect the 
mind, and has a +4 bonus on saving throws 
vs. illusions. This power is by far most 
common among “mindless” undead. 

Immunity to turning: The undead 
cannot be turned or controlled by priests 
or an amulet vs. undead. Undead with this 
power are either very powerful (12+ levels 
or HD) or are associated with a specific 
locale. 

Immunity to element: The undead 
cannot be affected by any natural or 
magic-based attack specific to one of the 
four elements (earth, fire, air, or water 
in descending order of frequency). This 
power also grants immunity to attacks from 
an elemental of the appropriate type. If 
this result is doubled or chosen again, the 
undead is immune to an additional element. 

Immunity to bane: The undead 
cannot be harmed by any agency that has 
previously been responsible for its death 
br destruction. This includes immunity to 
poison or a type of weapon, physical attack 
form, magic-based attack (for example, 
cold-based, illusions, clerical cause wounds 
spells, etc.), non-magical innate ability or 
psionic discipline. In cases where the cause 
of death is not one of these, the DM should 
determine an appropriate immunity (for 
example, an undead killed by being pushed 
off a cliff might be immune to blunt weapons 
and other forms of crushing damage). 

Alternatively, the undead can be immune 
to any form of harm from the race of the 
creature that originally killed it. In all cases, 
this defensive power can be possessed only 
by undead that did not die as a result of 
natural causes. 


Its effect is cumulative if the undead was 
killed or destroyed more than once, or if 
two different agencies were simultaneously 
responsible for its death (for example, a 
flaming sword). 

Immunity to detection: The undead 
can be seen, but cannot be detected in 
any other way. It has no scent, makes no 
sound (unless it speaks), and is immune to 
all forms of magical and psionic detection; 
the undead can be affected by other types 
of magic and psionics, though. The undead 
also cannot be tracked or followed by any 
means. Creatures unable to see an undead 
with this power have double the normal 
attack penalties against it. 

Half damage from specific attack 
form: The undead only takes half damage 
from a particular attack form (no damage if 
a saving throw is made, where applicable). 
If this result is doubled or chosen again, the 
undead either takes % damage from one 
attack form or !^ damage from two attack 
forms. Consult the following table: 


Half-damage chart 


01-07 Metal 59-65 Fire 
weapons 

08-14 Silver 66-74 Cold 
weapons 

15-25 Organic- 75-81 Electricity 
based 
weapons 

16-27 Piercing 82-87 Acid 
weapons 

28-39 Slashing 88-93 Poison 
weapons 

40-51 Blunt 94-96 Holy water 
weapons 

52-58 Unarmed 97-00 Magic 
physical missile 
attack 


Reflect magic: This power is equivalent 
to a ring of spell turning, with one exception: 
magic from devices is turned as well. The 
undead can drop this effect if it chooses. 

Reflect psionics: The undead has a 596 
chance per level (to a maximum of 9096) to 
reflect back on its source any psionic effect 
directed at the undead. Psionic powers with 
area effects that are not specifically aimed 
at the undead cannot be reflected. Unlike 
with the Reflect Magic power, either all or 
none of the effect is reflected. If this result 
is double or chosen again, the undead has a 
+25% bonus to its reflection chance. 
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Reflect physical attacks: All physical 
attacks directed at the undead have a 5% 
chance per level of the undead (maximum 
75%) of being reflected back on the attacker. 
The reflection roll should be made first; if it 
fails, roll the attack normally. Otherwise, the 
attacker must roll to attack its own AC and 
will inflict normal damage upon itself. This 
applies both to melee and missile attacks 
(although the missile must have enough 
range to return to its source for it to have 
a chance of hitting its source). If this result 
is rolled a second time, the undead has a 
+25% bonus to its reflection chance. 

Immolation: The undead can, at will, 
cause a sheath of flame to surround itself. 
Anyone within 5’ of the undead while 
it immolates suffers 2d6 points of fire 
damage per round (save vs. spells for half 
damage), and all combustible items within 
range catch fire. The undead is immune to 
damage from its own immolation and has a 
+4 saving throw against other forms of fire 
damage. 

Reform: Undead with this power 
reform after 2d12 hours if destroyed. If 
not destroyed, severed bony parts can 
be reattached and all damage suffered 
is recovered within 12 hours. Even 
disintegration or burning the undead’s body 
is not proof against this power, as the ashes 
or dust can still reform into its physical 
form (although it takes double the normal 
length of time). If the physical remains 
are scattered over a wide area, the undead 
reforms in an incorporeal form. The undead 
can be permanently destroyed only by three 
methods: 


destroying the soul of the undead 
using a wish spell 

using a magical weapon specifically 
enchanted to combat undead (eg, 
a sword with a Special Purpose to 
destroy undead) to inflict the fatal 
blow. 

Some effects, such as a trap the soul 
spell, can delay indefinitely the undead’s 
reformation. 

Regeneration: The undead regenerates 
very quickly, and can reattach or replace 
lost limbs. All forms of damage can be 
regenerated. If incorporeal, the undead will 
cease regeneration if destroyed. If corporeal, 
the undead continues to regenerate even 
after being destroyed. This can be stopped 
only by completely destroying the physical 
remains or scattering them over a wide area. 

Roll on the following table to determine 
the regeneration rate; doubling this result 
or choosing it again has a cumulative effect 
on the regeneration rate, to a maximum of 


5 hp/round. 
Regeneration Restore 


Seo Ex 


1d20 roll rate lost limb 
1-3 1 hp/turn 1 week 
4-5 2 hp/turn 3 days 
6-7 3 hp/turn 1 day 
8-9 1 hp/2 rounds 6 hours 
10-15 1 hp/round 3 hours 
16-17 2 hp/round 1 hour 
18-19 3 hp/round 3 turns 
20 5 hp/round ] turn 
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Plant these in your Dark 
sun campaign 
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Athas, the sun-blasted world of the DARK 
SUN setting, is the harshest AD&D game 
world. Although standard adventures are 
possible there, the unique nature of Athas 
makes for some very interesting adventure 
ideas, some of which would simply not be 
possible in the standard AD&D world. 


Treasure Hunt 


At first glance, this sounds like the standard 
AD&D adventure in any world, but the 
impoverished nature of Athas leads to 
a major expansion of what constitutes 
treasure on this stricken world. 


Water 

Water is important to life everywhere, and 
its importance is most emphasised where 
it is scarcest. Only the major urban centres 
of Athas (and the halflings’ forest) have 
an assured supply — for the moment, at 
least. Everyone else must scrounge around, 
looking for a water hole or hoping the local 
well doesn’t run dry. Armies, caravans, 
and even lone travellers often will be hard- 
pressed to find a steady supply of water 
in the desert, and carrying enough water 
or the trip (if possible), slows your PCs 
considerably. 

Finding a steady supply of water holes in 
the desert for the benefit of merchants and 
other travellers is a good way for a wilderness 
type, such as a ranger or a nomad, to make 
a living. Any spellcasters or psionicists with 
water-finding powers also will be useful 
here. As this is more in the nature of an 
exploration than a true treasure hunt, the 
bill for the expedition will have to be footed 
by a city government or a merchant house, 
but there was no way I could keep water out 
of a chapter on the treasures of Athas. 

If a city’s water supply should run out 
suddenly for some reason, an explosive state 
of affairs would exist, for said city’s sorcerer- 
king would then have no choice but to 
launch an immediate attack on one of his 
neighbours in order to supply water for his 
citizens and crops. Indeed, given logistical 
problems, the population of the waterless 
city would have to pick up and move into 
the conquered city, whose own inhabitants 
either would be killed outright or driven 
into the desert. After all, we can't have any 
more mouths gulping down our water than 
is absolutely necessary. Borys alone knows 
when this city's well will go dry, too. 
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Weapons and equipment 

Next to water, the greatest shortage on 
Athas is of metal. Indeed, strictly speaking, 
metal is far scarcer than water, but since 
water is necessary for life, there is a greater 
drain on the available resources of the 
latter. As admitted in The Wanderer’s 
Journal from the DARK SUN boxed set, 
the cultures of Athas can get along without 
metal, much as cave men and other savages 
do, but metal makes things so much easier. 
Most of the tools and weapons on Athas are 
made of bone (or chitin), stone, or wood, 
with the corresponding disadvantages that 
they break more readily — and in the case of 
weapons - do less damage. 

This is extremely important. Bone and 
stone weapons both suffer a -1 penalty 
on damage rolls, while wooden ones are 
at a -2 penalty. Attack penalties for these 
weapons are -1, -2, and -3 respectively. The 
overwhelming majority of Athas' intelligent 
inhabitants, PCs and NPCs alike, will be 
equipped with such weapons. Thus, in 
terms of equipment, a party of PCs from 
any other AD&D world bearing standard 
steel weapons and armour would have 
the same advantage over the bulk of the 
Athasians as a party well-equipped with 
magical items would have over standard 
NPC types equipped only with mundane 
gear. Think about it. 

Even the armies of some sorcerer-kings 
are equipped largely with wooden weapons, 
though in the case of Nibenay, the extra- 
hard agafari wood is as good as bronze. 
Given this state of affairs, some "dungeon- 
crawling" expeditions into ancient ruins 
may be sponsored by a sorcerer-king or 
an ambitious noble. With all the tales of 
stockpiles of steel weapons and armour in 
old ruins, you can expect the rulers of Athas 
to do everything possible to place into their 
hands an advantage over their neighbours 
by grabbing one or more military stockpiles 
from the past. If your party finds a hoard, 
and takes it to a sorcerer-king or noble, you 
can just about name your own price. 

It should be noted that even the effects 
of enchantment are toned down by the 
inferiority of most Athasian weaponry; 
a bone dagger +2 actually gives only a +1 
bonus. Any magic that boosts the weapon's 
attack and damage rolls must first remove 
the penalties the inferior material imposes 
before it can become anything like a 
standard magic weapon. 


Thus, a +1 bone weapon on Athas, or 
a +2 stone weapon, or even a +3 wooden 
weapon, will have no greater chance of 
hitting its target than a mundane steel 
weapon. In regard to damage, it’s not quite 
as bad, with both bone and stone weapons 
of +1 enchantment and +2 wooden weapons 
are equal to ordinary steel weapons. If your 
PCs are in an area using mainly wooden 
weapons, such as the halflings' forest, even 
stone or obsidian weapons will be seen as a 
rare prize. 

One way to hold off on the introduction 
of magical items is to introduce high-quality 
conventional equipment, such as the fine 
and exceptional weapons and superior armour 
detailed in the Dark Sun Campaign 
Guide. Consider this: At the start of the 
campaign, the characters can be equipped 
with nothing more lethal than wooden 
arms. Then, as they begin adventuring, they 
can start picking up weapons of stone or 
obsidian, gradually progressing to arms of 
bone. Then, after all that, they may start 
to find metal weapons in treasure hoards, 
whether these are in forgotten dungeon 
levels or the vaults of wealthy and powerful 
NPCs. 

At this point, they will be extremely 
wealthy in terms of weapons, for inhabitants 
of Athas, and yet they will only be at the 
point where the players in all other AD&D 
game worlds are just starting out. Once 
they are ready for something just a little 
bit better, you can introduce fine and 
exceptional weapons and superior armour, 
giving the PCs equipment vastly superior to 
what they started out with, while still not 
relinquishing a single enchanted weapon. 
By this time, a considerable percentage of 
the campaign should be behind the PCs, 
and you can start letting a trickle of magical 
weapons of +1 power appear. 

Of course, if you starve the characters 
of high-damage weapons, you should 
be all the more careful to make sure that 
their opposition is equally weak. If your 
party is a band of elven nomads, forcing 
them to launch a kank-mounted cavalry 
charge against a nightmare beast with no 
more than wooden lances and swords is 
extraordinarily bad form. True, a wooden 
lance can be used the same as a metal one, 
but its wielder will be sweating at every die 
roll, wondering if this will be the 1-in-20 roll 
that sees his weapon snapped in two. The 
swords, of course, will be lousy weapons. 


Remember, the overwhelming majority 
of weapons on Athas are equivalent to 
cursed magic weapons in all other AD&D 
game worlds in regard to damage and 
attack numbers. Humanoid opponents and 
ordinary animals will be far more important 
foes in a DARK SUN campaign than they 
are in most other campaigns. PCs in any 
other game world probably would shake 
their heads to see the eagerness with which 
DARK SUN players will pounce on a 
halfling with a bone short sword. After all, 
they're going to extra trouble to get the 
equivalent of a cursed sbort sword, -1, because 
it is superior to any other weapon the party 
has. Higher-quality weapons may be used to 
even the odds when the party outnumbers 
the opposition or vice versa. 

This brings us to another point: the 
treatment of metal weapons currently in 
enemy hands. Steel weapons on Athas 
should be as rare as magical items in 
most other game worlds. Thus, characters 
attacking a foe so armed may be reluctant 
to employ any attack that might damage 
or destroy the valuable weapon. Have you 
ever hesitated to use a rod of cancellation or 
a wand of negation to mess up a foe's magical 
weapon or other item because you wanted 
to capture it for your own use? The same 
applies to attacks that particularly hurt 
metal, such as the wu jen spell metal to rust 
in Oriental Adventures. (There's a reason 
why rust monsters aren't listed on encounter 
tables for Athas: if they ever existed there, 
the species would have starved to death 
long ago.) 

On psionics-rich Athas, this has 
particular poignancy for psionicists, as well 
as characters with a particularly potent 
wild talent. Students of psychokinesis have 
a number of nifty means for destroying 
an enemy's weapon, such as the powers 
detonate, disintegrate, molecular manipulation, 
and soften. Go ahead, use them on the 
enemy's steel long sword; all you'll be doing 
is ruining possibly the only steel weapon 
you might get to so much as see for the 
next year or so. A change in tactics may well 
be in order. And for fireball-crazy mages, 
remember that flame is potent against 
all wooden weapons, even those made of 
agafari wood (the next best thing to bronze, 
remember?). Similarly, lightning bolt has 
a special effect on metal. Blast-and-burn 
magical attacks may not be an option for a 
weapons-poor party. 
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Natural treasures 

Natural treasures are generally the products 
of plants and animals: honey, silks, spices, 
ivory, etc. Aside from those crossover 
creatures from previous Monstrouc 
Compendium appendices, the creatures 
introduced with Athas have a number 
of products of special value. Ill give two 
examples here, but close study of the stuff 
in the boxed set and Dark Sun Monstrouc 
Compendium III should yield plenty of 
other candidates for economic exploitation 
by the PCs. 

In the field of food, erdlu eggs top the 
list, being both a delicacy and a temporary 
substitute for water. Indeed, the nomadic 
elven herdsmen seem to rely on them almost 
as much as the plains Indians relied on the 
bison, using their scales as armour, their 
beaks and claws as spearheads and knife 
blades, and their tendons as bowstrings. 

Any sorcerer-king who is tired of putting 
up with elves in the vicinity may go the 
cavalry vs. Indians route and drive off their 
erdlus to devastate the elves’ primitive 
economy. Note that unlike the cavalry, no 
sorcerer-king can afford to simply slaughter 
the enemy's favoured animals and leave 
them to rot; the barren conditions of Athas 
make any waste of valuable resources 
intolerable. 

Among the most valuable plant products 
of Athas is the ranike tree of the Ringing 
Mountains. When it is burned, its sap 
gives off an aroma that repulses all insects, 
including giant ones, particularly the 
intelligent thri-kreen. Thus, this tree can 
be a valuable weapon in a battle against 
Athas’ toughest hunters (at least among 
the intelligent races), assuming the wind's 
blowing the right way. If any character has 
qualms about employing chemical warfare 
against the thri-kreen, I hope he likes being 
chased down and harassed by a hyperactive 
foe who never needs to sleep. Travellers to 
the Ringing Mountains have the mysterious 
mountain-sickness to deal with, but the 
profits to be made in the sale of ranike wood 
are worth it. 


Intrigue 


This type of adventure can be used in any 
world with a society, but Athas has a number 
of cases that deserve special attention. The 
prime example, of course, is the hunt for 
local branches of the Veiled Alliance that all 
the sorcerer-kings engage in. 


Templar PCs can expect to spend much 
of their time searching for this hidden 
brotherhood of preservers, and can expect 
ambushes during the search and a nasty 
battle if they catch their prey. Templar magic 
vs. the spells of preservers, augmented by 
whatever psionic abilities either side has — 
not something you want to get caught in the 
middle of. 

In the matter of ambushes, preservers 
have a better chance of having their illusions 
believed than defilers do. Oh, defilers can 
cast illusions of destructive spells, and even 
obvious magical constructs such as a wall of 
force, but when the illusion is of something 
natural, such as a building, a pit, an animal, 
or monster, the preserver as the advantage. 
If all the plants in the neighbourhood dry 
up and blow away when a hungry lion 
appears, even the dullest NPC is liable 
to figure out that he is facing an illusion, 
particularly as animal-summoning spells are 
the province of priest classes, not wizards. 
Thus, preserver mages have a reward for 
being good that partially offsets their slower 
rate of spellcasting: they have a far greater 
variety of items that they can believably 
duplicate with illusions. 

Getting back to the Veiled Alliance, aside 
from the espionage scenario, just gaining 
admission to the secret society can be an 
adventure in itself. Just one little slip, and 
your PCs can wind up very dead. The DM 
may want to make things interesting by 
having the PC mage roll to determine his 
chances of forgetting the password, with 
failure being punished by the method 
mentioned above. If you don't want to risk 
killing off the character that easily, then 
have him roll anyway, and don't tell him 
that nothing bad will happen if he blows 
it, or at least nothing worse than a missed 
interview. The extra excitement it will bring 
to the scene will cause him to forgive your 
sneakiness; trust me. 

Next on the intrigue line, we have the 
arch-enemies of the Veiled Alliance in the 
cities: the templars. Aside from their epic 
conflict with the preservers, templars also 
must root out illegal defilers, psionicists, 
and anyone who can read and write, make 
sure the local merchants kick in plenty of 
money for them, terrorise the population so 
that they don't dare even think about revolt, 
and advance over the bodies of their fellows 
while avoiding a similar fate. A templar's 
days are full, indeed. 
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We now turn to another class of templar 
victims: the merchants. Aside from dealing 
with the sorcerer-kings’ agents, merchants 
must compete against each other, as well as 
deal with often shady (especially if they're 
elves) suppliers. Those merchants who must 
transport goods cross-country also may 
have to make deals with local nomadic and 
slave tribes to avoid attack, or even to get 
them to attack the outposts and caravans 
of a rival house. In addition to PC traders, 
the characters may be bodyguards or go- 
betweens in this sort of adventure. Bards 
are ideal for the latter category. 

One might think that an adventure 
centred on the gladiatorial arenas would be 
only for combat-happy players, but in fact, a 
surprising amount of intrigue can be centred 
around these warriors-for-entertainment. 
The real gladiators of ancient Rome often 
had other duties; both Julius Caesar 
and Mark Anthony had bodyguard units 
composed entirely of gladiators. Such units 
sometimes numbered in the thousands, 
making small armies. Also, the conflicts 
between gladiators in the arena can be 
proxy conflicts between the nobles who own 
them. Other inspirations could be the horse 
racing industry, where rivals often drug or 
poison their opponents’ “livestock,” and the 
boxing and wrestling world, where shady 
characters often attempt to fix matches. 
That braxat swinging a spiked club in the 
arena may be the least of your worries. 


Exploration 


Since so much of Athas is unknown to the 
inhabitants of the Tyr region, particularly 
the Hinterlands, exploration scenarios may 
be more common than they are in most 
game worlds. Of course, in the pragmatic 
world of the DARK SUN campaign, 
knowledge for knowledge’s sake isn’t going 
to be much of a factor. The sorcerer-kings, 
the nobles, and the merchant houses all will 
be looking for new resources, particularly 
iron. This may make throwing an expedition 
together somewhat easier, as the PCs will 
be more assured of having NPC financial 
backing, but too many explorations that 
don’t pay for themselves by the discovery of 
new goods are a good way to get yourself 
transformed from mighty adventurer to 
agricultural slave. 


War 
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This is a very common scenario in the DARK 
SUN world, on both large and small scales. 
Revolts in the cities will be fairly common, 
if futile, due to the harshness of the living 
conditions, with Raam as a particularly 
likely candidate. Ambitious nobles will use 
the mobs in the streets, as well as their 
own private armies, to set themselves up as 
new tulers if they can. Not surprisingly, the 
sorcerer-kings oppose this. 

With all the marauding tribes of nomads 
and escaped slaves running around, to say 
nothing of nonhuman races such as thri- 
kreen and giants, it is somewhat surprising 
that more punitive expeditions have not 
been launched. If a PC fighter reaches at 
least moderately high level — enough for 
the local politicians to notice him — and 
starts building his own army, he may be 
"invited" to do his city a service by taking 
his troops out into the desert to hunt down 
a particularly nasty group of raiders. Either 
he wipes out the raiders, they wipe him out, 
or he comes home a failure, in which case 
the authorities have a plausible reason to 
kill or imprison him. An option no one likes 
to talk about is that he can abandon the city 


for good in the event of failure, with his unit 
becoming a band of mercenaries, or even 
turning to raiding in its turn. 

Punitive expeditions in widely-varying 
terrain conditions are an excellent way to 
test a PC's mettle, to say nothing of his 
tactical ability. Aside from roaming around 
in the desert, he may have to find a way 
to attack giant-haunted islands in the Sea 
of Silt (possibly using tank-like versions of 
the broad-wheeled vehicles some dwarves 
use), or clean out a stretch of the halflings’ 
forest without getting his entire command 
slaughtered. Note that a successful 
commander will be a popular one with the 
people, and thus likely to be assassinated as 
a threat by jealous nobles or the sorcerer- 
king himself. 

Finally, we come to organised warfare 
between regular armies. In the DARK 
SUN setting, this is less for political 
aggrandizement than for the capture of 
vital resources (slaves, food, iron, etc.). This 
was best shown in the novel The Crimson 
Legion, where Urik's king Hamanu took 
advantage of the death of Kalak to try and 
seize Tyr's vital iron mines. 


The final straw for Hamanu (after the 
repulsion of the initial invasion) was when 
Rikus' riposte captured Urik's equally vital 
obsidian mines, and then set off a costly 
slave revolt in Urik itself. Despite Hamanu's 
eventual military success, the disruption of 
trade in iron and obsidian, as well as the 
huge depletion of his slave labour force, 
makes him a loser all around. 

A look at the map included in the DARK 
SUN boxed set shows that some cities 
are natural enemies of each other, due to 
proximity; why go to the trouble of marching 
an army farther over the desert than you 
have to? Thus, Urik and Tyr are natural foes, 
even before Kalak's death. Urik also can 
plausibly square off against Nibenay, Gulg, 
and Raam. No wonder Hamanu's such a 
great general: he's had plenty of practice. 

Nibenay and Gulg have each other 
as arch-enemies, particularly due to the 
harvesting of agafari trees by the former. 
Nibenay also can fight Tyr, Raam, Urik, 
Balic, and Draj, while Draj has Raam, 
Nibenay, and probably Balic and Gulg as 
foes. Gulg must face Nibenay, Balic, Urik, 
and Tyr and possibly Draj, while aside 
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from Urik, Tyr has only Gulg and probably 
Nibenay as relatively close enemies. Balic 
is probably farther away from potential 
foes than any other city, but both Nibenay 
and Gulg are relatively close. Raam, the 
most unstable of the cities, has Urik, 
Draj, Nibenay, and Gulg as relatively close 
neighbours. Thus, if the DM is planning to 
have a war somewhere, some cities make 
better foes than others in particular regions. 
Of course, with a dire enough need, any city 
on the map is fair game for any other, no 
matter how far away it is. 

Of all the cities, Gulg and Raam are the 
most vulnerable to attack, due to having 
the least advanced weapons in their armies, 
Their only special advantages are the massive 
forest hedge that is Gulg's outer wall and 
the huge number of citizens that Raam can 
press into service in an emergency. Actually, 
Gulgs main defence wouldn't be all that 
effective against a determined attack. A 
defensive wall of living plants: what do you 
think defilers are for? They could punch a 
huge breach in such a wall far quicker than 
their wizardly counterparts in any other 


game world could, because they don't even 
need mass-destruction spells. Just casting 
any spell would be enough to wither away 
the plant wall. 

Raam's population is so unstable that 
it is at least as much a hindrance as an 
advantage. The people of Raam openly 
despise their sorcerer-queen, and openly 
speak of revolt, even scaring her templars 
off the streets. If one of Raam's neighbours 
— say, Draj - wanted to take over the city 
in a serious attack, the very first thing they 
would do would be to sponsor a rebellion. If 
it succeeds, Raam will have no ruler, losing 
both her own magic and psionics and the 
spells that her templars would normally 
have access to, to say nothing of probable 
confusion as to who was in charge. 

If, as is more likely, the rebellion was 
crushed, then the bloodshed inside the city 
would be so great that Raam's numerical 
advantage would certainly be dissipated. 
If the invasion came right on the heels 
of a rebellion, Abalach-Re might also be 
reluctant to place weapons in the hands 
of her recently rebellious subjects, further 


m—— C) 


cutting down her numerical lead. 

If your campaign takes place in the period 
when Kalak is dead, with no sorcerer-king 
in Tyr, then that city also will be a tempting 
target. It would be surprising if Hamanu 
did not make another attack, while the 
legendary wealth that Tyr's iron mines give 
her would act as a magnet for everyone else 
on the map. 


Mix & Match Worlds 


This can cover any ofthe previous categories, 
taking place when a magical portal allows 
access between Athas and some other 
AD&D gaming world. Given the relative 
harshness of Athas, most of the traffic will 
be one-way, with the Athasians desperately 
scouring the new-found world for resources 
of all sorts. Indeed, the marching orders 
for any group going from Athas to a more 
normal AD&D world can be stated as 
follows: "Mug anyone with iron." 

Indeed, one option for DMs who favour 
really big wars could be an alliance of all 
the cities, and possibly all the other power 
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groups, on Athas, with the intention of 
conquering some other world and migrating 
there en masse. 

Some worlds might be more logical 
targets than others, if the DM thinks about 
it. The Arabian world of Zakhara is quite 
similar to Athas in matters of climate. To 
put it another way, Athas is like Zakhara, 
only more so. 

If an invasion of the Realms is in order, 
then the Dark Continent (see David 
Howery’s article of that name in DRAGON 
issue 4189) would be the next target. 
Both areas are described as having natural 
defences against invaders in the form of the 
terrific heat and (in Zakhara's case) desert 
terrain. An Athasian army stymied by heat 
and desert terrain? It is to laugh. 

There is no question that DARK SUN 
characters are, man-for-man, tougher 
than their equivalents on other worlds, 
particularly since they all have at least one 
psionic power. The DM can best get a handle 
on this by running small expeditions at first, 
to get used to the mixture of conditions. 
Athasian PCs may even be somewhat 
blasé about many threats that leave others 
shivering in terror. (“The Demiplane of 
Dread? Hah! Get yourself stranded in the 
middle of the Tablelands without water; 
then you'll have something to dread!”) 

One way to drive home the point of 
Athasian superiority is to adjust levels to 
the differing conditions of the game worlds. 


Remember, all DARK SUN single-classed 
characters start at 3rd level, two levels higher 
than their counterparts in all other game 
worlds. Try this stunt: when introducing an 
Athasian party to another gaming module, 
add two more levels to them than the 
maximum allowed in the module. 

Remember The Vault of the Drow 
adventure from the original first edition 
AD&D game? Put in a party of 16th-level 
Athasians and watch the fun. How many 
drow does it take to bring down a 16th- 
level mul gladiator with a wild talent like 
all-round vision, combat mind, or danger 
sense? Too many for any drow commander 
sensitive about high casualties. And if the 
race in question is half-giant or thri-kreen, 
look out drow! 

The prevalence of iron weapons and 
armour alone will be more than enough 
incentive for DARK SUN characters to 
adventure in another gaming world. By 
contrast, characters from the other gaming 
worlds will find the exploration of Athas a 
relatively discouraging prospect, given the 
lack of what they consider wealth. Even a 
character from the RAVENLOFT setting, if 
given a choice between the burning wastes 
of Athas and the Demiplane of Dread, 
might think long and hard before making 
up his mind. 

Remember that non-psionicists will be 
at a considerable disadvantage, and magic- 
users will be looked at askance by the bulk 


of the population, thus making negotiations 
difficult. Bards will face more suspicion 
than they usually do, and paladins will be 
simply incomprehensible to the Athasians. 
Elves, half-elves, halflings, and dwarves are 
in for considerable culture shock. 

The DARK SUN world of Athas is a 
harsh and brutal place, much more so than 
any of the other gaming worlds that TSR 
has put out for the AD&D game. The stark 
attention the inhabitants of Athas pay to the 
laws of survival will shock newcomers, both 
players and characters alike. This novelty 
and culture shock makes for an interesting 
series of adventures, quite different from 
those anywhere else. Come to Athas, savour 
the novelty — and bring along all the water 
you can carry. 


Gm 


ECO 


SSIS 


ZZZ vk 
Swe 


e e Ea. 


LOGY OF 
THE CRYSTAL 
SPIDER 


BY RUDY THAUBERGER 


Brighter than Diamonds, 
sharper than Glass 
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Talla unwrapped the glass shaft and handed it 
to Quarr. “Be careful now,” she said, “If you 
grip it too tightly the edge will cut you to the 
bone.” 

Quarr held the glass in the palm of his band, 
watching the light of the fire play of its surface. 
The edges were straight and remarkably sharp. 
“It’s beautiful,” he said. 

Talla sneered. “Beautiful,” she said. She 
leaned close and pulled back her hair. A web 
of scars ran down the side of the balf-elf's face, 
from the tip of ber ear to ber jaw, each scar 
running across half a dozen others. “Is this your 
idea of beautiful?” 

Quarr stared, afraid to speak. He looked 
down at his feet until Talla settled back next to 
the fire. The ranger made him nervous. He had 
paid ber a fortune to teach bim bow to survive 
in the wilderness. As a merchant, be felt that 
the knowledge would serve bim well on long 
caravan journeys. So far though, all she had 
done was drag him out into the desert and scare 
bim with tales of monsters be never knew existed: 
kirres, agony beetles, sand cacti. After a week of 
it, he wanted nothing more than to return to the 
relative safety of Balic and never leave again. 

Talla seemed to sense his anxiety. She smiled. 
“Ab, but you are correct,” she said, “a crystal 
spider in the heart of its web is one of the most 
beautiful sights I’ve ever seen, and very nearly 
the last. Listen closely now, merchant, for I will 
tell you all I know about this terrible beast.” 


The first thing you must understand 
about the crystal spider is that it may not be 
a spider at all. Its crystalline shell and glass 
webs are unlike those of any other spider 
on Athas. Most sages suspect that it is a 
creature of magic, created by a defiler or 
perhaps even a sorcerer-king as a weapon. 
Others claim that it is a mutation, spawned 

y the rigours of the Athasian wilderness. 
Even others say that it is a creature from a 
different world, or that it was a spider once, 
but has since become something else. Its 
appearance is merely an echo of its heritage. 

Most travellers, when they first see a 
crystal spider, are astonished by its beauty. 
In full daylight, the spider scintillates with 
every colour, shimmering like a desert 
mirage. It resembles a creature of living 
glass, magical and - like much that is 
beautiful on Athas — extremely deadly. Few 
realise that most of what they see is, in 
fact, not living tissue at all, but an unliving 
crystalline shell animated by the power of 
the Way. 


ECOLOGY OF THE CRYSTAL SPIDER 


The living tissue of the crystal spider has 
a vaguely spiderlike shape when removed 
from its shell, but it is soft, boneless, and 
capable of only rudimentary movement. 
The body is a round segmented sack 
with eight long and several short ganglia 
extruding from it. These ganglia extend into 
the creature’s legs, mandibles, and sensory 
organs. While safely hidden inside its shell, 
the spiders tissue is transparent, except 
on those occasions when the creature has 
recently fed on blood. At these times, the 
tissue turns faintly red, bringing a blush to 
its crystal shell. Once the tissue is removed 
from the shell, it blackens rapidly, especially 
if exposed to direct sunlight. 

The shell itself both supports and protects 
the soft tissue, allowing the spider to move 
while shielding it from exposure. The tissue 
is nourished largely by sunlight, and the 
spider can survive for extended periods 
on nothing else. The hard outer shell is 
crucial to the spider's survival, focusing and 
amplifying the sunlight so that the spider 
gains the maximum benefit from every 
moment spent under the sun. The shell also 
retains heat, allowing the spider to remain 
active at night. 

In spite of this highly efficient feeding 
system, the crystal spider periodically needs 
to ingest the blood of living creatures. 
Some say that it actually requires the blood 
of humans. The spider may prefer human 
blood over all other prey, but I suspect any 
animal's blood will do. What is certain is 
that without an infusion of blood at least 
once a month, the crystal spider weakens 
and eventually dies. 

Blood provides the spider with the 
essential nutrients it needs to manufacture 
the two substances necessary for its long- 
term survival: first, a sticky goo that 
hardens into a tough, sharp-edged crystal; 
and second, a powerful acid that dissolves 
the crystal and serves as the source of the 
creature’s poisonous venom. 

The spider uses these two substances to 
build its shell. The crystal coats the spider's 
body and ganglia, building up layer upon 
layer, shaped by judicious applications of 
the acidic venom. Once completed, the 
shell is animated by the spiders psionic 
powers. The animation takes the form of 
a telekinetic field that radiates from the 
creature's ganglia. In moments of crisis, 
the spider strengthens the field, creating a 
barrier against missile attacks.! 


The shell is several feet thick in places, 
giving rise to the notion that the creature 
is entirely made of crystal. The joints are 
lubricated by a diluted form of acid venom, 
which allows the spider to move quickly 
and silently. Most spider hunters, in fact, 
underestimate both the speed and the 
amount of noise a spider makes, thinking 
that something so big and solid should be 
clumsy and noisy. They fail to realise that, 
since the motive power of the creature 
comes from psionics rather than muscles, 
the spider can move with uncanny grace and 
precision. Fortunately, the crystal shell is 
vulnerable to shatter spells and other magic 
that affects glass and glass-like substances? 

In combat, the spider's crystalline forelegs 
inflict great damage and are remarkably 
strong. The creature’s bite is its most feared 
attack, due to its venom. Because the 
spider’s venom is highly acidic, it quickly 
destroys all the flesh it touches. Most victims 
die quickly and in great pain, and those who 
survive suffer terrible burns from the acid 
and are often crippled or disfigured. If that 
were not enough, the spiders telekinetic 
powers extend to fine control over the very 
light it feeds on. 

The spiders ability to control light has 
several functions beyond combat. It uses 
the power to communicate, to hide itself in 
shadows, and to illuminate its surroundings. 
When combined with the creature's glass 
webs, the power becomes deadly. 

The crystalline webbing, on its own, is 
dangerous enough. Sharper than an obsidian 
blade, it is also nearly invisible. Because the 
spider doesn't hang from its web like most 
spiders, its web can lie on the ground or 
hang like a curtain, as long as it is exposed 
to sunlight. More than one adventurer has 
been crippled by walking over strands of the 
web laid out on a valley floor. More have 
suffered terrible wounds by walking into an 
invisible web hung between stone pillars or 
narrow canyon walls. 

In addition to cutting damage, the spider's 
web can focus and amplify its ability to 
control light, producing an intense burning 
beam. The beam generally originates from 
somewhere near the centre of the web, but 
not always. As long as the point of origin is 
more than 5’ from the edge of the web, the 
beam can come from any point on the web. 

Most spiders use the beam as their 
primary form of attack, but the control the 
crystal spider exercises over light creates 


effects other than heat rays. A few spiders 
can produce bright rays of light to blind or 
stun their victims. Others produce glowing 
balls of light that confuse and distract their 
foes. There are even rumours of crystal 
spiders that can create images of themselves 
on their webs, to deceive their enemies and 
lure them into traps.? 

The strategies crystal spiders use to hunt 
prey are fairly complex. The creatures are 
smarter than most animals, although not 
highly intelligent by any means. However, 
they should not be underestimated, 
especially when it comes to the construction 
of their webs. They are experts at concealing 
the web's razor-sharp threads of glass, and 
they use a number of strategies to drive 
their prey into the heart of the webbing, 
where the victims are cut to pieces while 
trying to escape. Crystal spiders often create 
more than one web in a single location, one 
obviously visible and the others hidden, 
covering potential avenues of escape. 
The spider then uses its heat ray or other 
abilities to herd victims into a web. There 
is a limit, however, to how much webbing 
the spider can effectively hang, because 
the webs must be cleaned, lubricated, and 
repaired on a regular basis. Without proper 
care and repair, the spider's webs collapse.^ 

Among the elves, the webbing serves 
as raw material for short blades, such as 
knives and spears, as well as arrowheads. 
Once removed from the care of the spider, 
the glass grows brittle unless polished and 
lubricated with oil. The blades must be 
replaced regularly because they tend to 
shatter after being wielded in combat a few 
times.? 

The crystal spider reproduces only once 
in its lifetime — just before it dies. In order 
to reproduce, it weaves a large hatching 
web. Like its regular web, the hatching web 
is carefully positioned in relation to the sun, 
allowing the spider's gemlike eggs to absorb 
a maximum amount of energy. The web's 
razor-sharp edges deter most predators 
from raiding the eggs. 

The crystal spider does not actually lay 
eggs. Instead, it constructs the egg's shells 
out of its own webbing or from gems taken 
from travellers. The acid venom opens a hole 
in the gem, into which the embryonic spider 
is placed along with a supply of blood. The 
spider then seals the hole and sets the egg 
into the hatching web, where it is exposed 
to the amplified rays of the sun. 
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ECOLOGY OF THE CRYSTAL SPIDER 


Up to 200 eggs can be prepared, 
depending on the size of the hatching web. 
The strain of preparing the web destroys 
the spiders ability to produce additional 
webbing and venom, and it severely weakens 
its ability to absorb sunlight. Most spiders 
live only a handful of days after completing 
their last great project. 

After a few weeks, the tiny spiders begin 
secreting acid that dissolves the gems, and 
they hatch. Once they emerge from their 
shells, the majority of the tiny crystal spiders 
fall victim to the very sunlight that grants 
them life. Without a shell to focus and 
harness the sun's energies, the spiders grow 
sluggish, and their soft tissues lose moisture. 
The first thing a newly hatched crystal 
spider must do, therefore, is to spin itself an 
exoskeleton. This first shell is usually crude 
and clumsy, but once constructed, it allows 
the spider to move and hunt. Because the 
acid dissolves the exoskeleton, the crystal 
spider can easily modify and improve 
its shell in sections without shedding it 
completely. Usually no more than a single 
limb is exposed at one time". 

Once they complete a shell, the young 
spiders begin looking for sites to build their 
first webs. A few remain near the hatching 
web, but the solitary nature of the crystal 
spider and the lack of sufficient resources 
eventually drives all but one away. 


The shell of a dead crystal spider quickly 
loses its beauty. Without the oils provided 
by the spiders venom, the shells lustre 
fades, and the crystal dries out and cracks. 
Within a few weeks, the shell breaks apart, 
becoming little more than a handful of 
worthless pebbles. 


Notes 

1. DMs may opt to substitute the 
telekinetic barrier power for the inertial barrier 
power normally used by the spider. 

2. Other spells that can affect the spider's 
shell include shout, which inflicts 6d6 
hp damage, and glassteel, which actually 
improves the Armour Class of the creature 
to 24. 

3. By manipulating light, the spider can 
duplicate such spells as colour spray, dancing 
lights, phantasmal force (spider's image only), 
and mirror image (1d4+1 images). 

4. The maximum amount of webbing the 
crystal spider can effectively tend is roughly 
1,200 square feet. Each new web increases 
the spiders need for fresh blood, so 
generally a crystal spider spins no more than 
two 400 square foot webs. The exception is 
the hatching web, which is much larger than 
a normal web. Because the spider produces 
only 12’ of webbing per day, the construction 
of even a small web is time-consuming. A 
400 square foot web takes 13 to 20 days to 
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construct (12+1d8 days). Twelve additional 
days are added for each web the spider must 
maintain while building the new web. If a 
web is left untended for more than six days, 
it must save vs. crushing blow each day until 
it collapses. 

5. Blades must be oiled at least once a 
week. Each week without oiling results in a 
cumulative -1 modifier to the blades' saving 
throw vs. crushing blow. Such a save is 
rolled at the beginning of every melee. If the 
saving throw fails, the blade shatters within 
1d4 rounds. 

6. Each egg requires 50 square feet of web 
to nourish it. Therefore, a web capable of 
producing 200 spiders would have to cover 
roughly 100' x 100'. The gestation period is 
roughly 40 days, and all eggs hatch within 
1d3 days of each other. 

7. The newly hatched spider has an AC 
10 and 1d4 hp. Once it has constructed its 
first shell, which takes only a few minutes, 
its AC improves to 13 and its hit points 
double. Within a few days, the AC of the 
shell improves to 16 and the spider can fight 
with an attack bonus of +1, inflicting 1d4 hp 
damage with its forelegs and biting for 1d2 
hp damage. Since its body is constructed, 
rather than grown, the crystal spider can 
achieve its full adult size in less than a year, 
depending on the available supply of blood. 
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A new psionics system has been introduced 
for DARK SUN games in the Dark Sun 
Campaign Guide. Whichever rule system 
you use in your campaign, however, psionics 
- like all rules designed to add a quantitative 
element to role-playing — should be more 
than a series of cold, hard dice rolls. The 
mechanics provide a system that tests skill 
level and adds an element of randomness. 
Players and Dungeon Masters must provide 
the imagination that makes the mechanics 
become part of the story. The next few 
pages offer suggestions to help you add 
substance and role-playing elements to 
psionic combat. The Dark Sun setting 
provides the backdrop for all examples used 
in this article. 


Psionics 


Certain characters in some campaign 
worlds have powers and abilities that aren't 
related to priestly or wizardly magic. These 
characters have access to the internal power 
of their own minds — a power source called 
psionics. Psionic energy is present in every 
living thing (and many unliving ones), 
though only a few can access and shape the 
energy at will. When this energy is tapped 
and used for a specific purpose, it manifests 
as psionic powers. 

A psionicist character moulds his mind, 
body, and spirit into a unified whole from 
which he draws energy to form into psionic 
powers. Unlike magical spells, the energy 
for these powers comes from the psionicist 
himself and not some extraplanar energy 
reserve. Note that the psionicist is a specific 
character class like a warrior, wizard, priest, 
or rogue. 

Some schools of psionics, such as those in 
DARK SUN campaigns, have given special 
terms to core psionic concepts. The inner 
reserve of energy is called the Nexus, the 
innate ability to use psionics is called the 
Will, and the process of study that makes 
a character a master psionicist is called the 
Way. On Athas, the world of the dark sun, 
every living creature has the Will, but few 
develop the Way to use it effectively. 

A character whose natural psionic 
potential has manifested as just one or two 
psionic powers is known as a wild talent. He 
can belong to any class other than psionicist. 
A wild talent cannot learn any other powers 
but can make good use of the natural ability 
he possesses. 
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Non-psionic characters (those who 
aren't psionicists or wild talents) have 
natural mental defences, but no way to 
draw consciously upon their psionic energy. 
These mental defences are measured in 
the new psionics system as Mental Armour 
Class, or MAC. As with regular Armour 
Class, the higher the number, the better 
the protection. This natural defence assures 
that those without psionic powers still have 
some measure of defence against those who 
would reach into their minds or otherwise 


mentally attack them. 

Psionicists have access to psionic 
powers that are divided into five 
disciplines: — clairsentience, psychokinesis, 
psycbometabolism, ^ psycboportation, ^ and 
telepatby. 


Clairsentient powers allow characters to 
perceive things beyond the natural range 
of their senses; psychokinetic powers move 
objects across a given space through the 
energy ofthe mind; psychometabolic powers 
affect a character's own body; psychoportive 
powers permit psionic travel; and telepathic 
powers allow the direct contact of two or 
more minds. 


The Mindscape 


The minds of all living things form a 
different level of reality than that of the 
material world around us. This mental 
landscape, or mindscape, is a strange terrain 
of mental constructs, dreams, and ideas 
that most characters access in the normal 
way - through thought and concentration. 
Psionicists (and, to a lesser extent, wild 
talents) can enter this place at will in a 
manner that's more akin to everyday reality 
by creating psionic bodies and projecting 
them into the mindscape. Once their 
psionic bodies step into the mindscape, 
they can interact with the terrain and its 
occupants, manipulating and even altering 
whatever they find there. 

The mindscape is a reflection of the 
material world, as though a mirror were 
hung across the sky to catch the mental 
images of the living minds below. But the 
mindscape has no physical dimensions or 
reflected images of the landscape of the 
material world. There are no sky-scraping 
mountain ranges, no weathered sea coasts, 
no deep canyons. No permanent features 
provide continuity or direction. If a 
mountain rises on the mindscape, it owes 


its existence to whatever mind created it — 
and once the mind stops imagining it, the 
mountain fades away. The mirror exists in 
a dark place; the only light is that provided 
by the reflected minds themselves. Picture a 
vast, black emptiness with occasional sparks 
of glowing light that represent the minds of 
living beings in the material world. These 
sparks go about the business of thinking 
and dreaming, without really being aware 
of the existence of the mindscape around 
them. Psionicists, however, are aware of the 
mindscape, and they make constant use of 
it when employing psionic powers. 

When a psionicist enters the mindscape, 
he appears as a glowing, transparent 
representation of his physical form. It may 
be slightly exaggerated or improved, as the 
psionic form is often an idealised version of 
a physical self. More powerful psionicists 
can even change their psionic forms more 
substantially either for visual effect or 
specific purpose. 

When a psionicist’s psionic body enters 
the mindscape, it either floats freely on 
the mental winds of the black expanse, 
or it stands upon a glowing, transparent 
platform of light. This glowing platform 
can be disk-shaped or rectangular. Powerful 
psionicists can even form psionic scenery 
on the glowing platforms, reconstructing 
a real-world site from their memories or 
imaginations. (Note that wild talents never 
have this level of control. Their psionic 
platforms and bodies are crude constructs, 
showing an inherent lack of skill and 
knowledge in the use of the Way.) 

In general, clairsentient powers make the 
most use of the mindscape, but it’s as an 
arena for psionic combat that the mindscape 
takes on its most active, visual role. 


Psionic Combat 


The mechanics involved in engaging in 
psionic combat are detailed in the Dark 
Sun Campaign Guide - please refer to 
those rules while reading this article. 

Psionic combat assaults closed minds in 
an effort to open them to further psionic 
contact. There are five psionic attack powers 
and five psionic defence powers available 
to use in psionic combat. Psionicists can 
eventually learn and employ all 10 psionic 
attacks and defences, whereas wild talents 
are limited to whatever powers they know — 
and may possess none at all. 


Non-psionic minds (all characters who 
aren't psionicists or wild talents) must 
rely on their natural Mental Armour Class 
(MAC) to protect them. 

The five psionic attack powers are ego 
whip, id insinuation, mind thrust, psionic blast, 
and psychic crush. The five psionic defence 
powers are intellect fortress, mental barrier, 
mind blank, thought shield, and tower of 
iron will. How these attacks and defences 
manifest in the mindscape depends on the 
skill of the user. 

When a psionicist enters the mindscape 
for the purposes of conducting psionic 
combat, a portion of his conscious mind 
remains aware of events happening in the 
material world. In effect, the psionicist is in 
two places at the same time. In the material 
world, the psionicist appears to concentrate 
or perhaps gets a faraway look in his eyes. 
Tension may play along the comer of his 
mouth, or a bead of sweat may slip down 
his brow. Otherwise, there is no visible sign 
that combat is occurring in the mindscape. 

In the mindscape, glowing armour girds 
the psionic body. This is the mindscape 
manifestation of the psionicist’s Mental 
Armour Class. When the assault on the 
closed mind of the psionicist’s opponent 
begins, other weapons and defences are 
willed into existence for use in the battle. 
What direction such a psionic battle takes 
depends on the psionicist’s opponent. 

If the psionicist is launching an assault 
on a non-psionic mind, he searches the 
mindscape for the glow of his opponent’s 
psyche. The minds of non-psionic characters 
aren't strong enough to create psionic 
versions of their physical forms. Instead, 
they appear in the mindscape as glowing 
balls of pulsing light or illuminated clouds of 
bright sparks floating in the black expanse. 
Using the five psionic attack powers, the 
psionicist batters the non-psionic mind's 
mental armour until it collapses. The non- 
psionic mind has no way to fight back and 
must rely on its natural defences. When 
these defences fall, other psionic powers can 
be used against the mind. In game terms, a 
mind is open to psionic contact when it has 
run out of PSPs, often through those PSPs 
being depleted by telepathic attacks. 

If the psionicist is fighting a wild talent, 
his opponent appears as a crude, unfinished 
psionic body. Whereas the psionicist’s form 
is crisp and bright, a wild talent’s psionic 


body is blocky, ill-defined, and less brilliant. 


65y— —— 


MINDSCAPES OF ATHAS 


The wild talent’s glowing platform has 
the same characteristics as his psionic form. 
Knocking out the wild talent's defences and 
opening his mind remains the psionicist's 
goal, though the wild talent can strike back. 

The true scope of psionic combat is 
demonstrated when two psionicists go head- 
to-head. Such battles rock the mindscape 
and create a cacophony of vivid, psionic 
imagery. Athasian psionicists, for example, 
create attacks that take the form of charging 
mekillots, slashing swords, and battering 
boulders. Their defences appear as glowing 
shields of light, tall, shimmering walls, and 
convoluted mazes of misdirection. 


The Role-Playing Dimension 


Players can simply select psionic attacks 
and defences and roll dice to determine the 
outcome of psionic combat involving their 
characters. DMs and players, however, 
will increase the fun of a game session by 
concentrating on role-playing. Picture 
the black expanse of the mindscape, the 
howling mental winds, and the distant glow 
of thoughts and memories. 

Players should start by describing 
their character’s psionic bodies, glowing 
platforms, and mental armour. Each should 
then select any attack and defence powers 
(without rolling any dice). Then, in initiative 
order, the players should describe the 
imagined form that the psionic attacks and 
defences take on. 

All imagined attack and defence forms - 
forms that are very real in the mindscape — 
are called barbingers and constructs. 

Harbingers are the visual representations 
of the attack forms; constructs are those of 
the defence forms. Sample harbingers and 
constructs for the DARK SUN campaign 
are given below, though players and DMs 
are encouraged to add to these common 
forms to match particular psionicists and 
their personalities. 


Sample Harbingers and 
Constructs 


The following harbingers and constructs 
are the most common ones used by the 
psionicists of Athas. They add nothing to 
game mechanics, but they can add a wealth 
of entertainment to the role-playing aspects 
of psionic combat. 


Marbingers (Psionic Attack Forms) 
Ego Whip: This psionic assault on a 
target's self-esteem can be visualised as 
a glowing whip, a belligerent templar, 
an arrogant noble, the terrifying 
Dragon, or the buffeting winds of a 
sandstorm. 

e Id Insinuation: This assault on the 
subconscious mind can take the shape 
of a glowing battering ram, a charging 
mekillot, a stealthy bard, a shimmering 
war hammer, or a deadly silk wyrm 
that slithers past defences instead of 
smashing them. 

e Mind Thrust: This piercing attack 
stabs at thoughts and memories, so it 
takes the form of piercing weapons. 
Glowing swords of light, swift and 
graceful chatkchas, flaming spears, 
and scorpion stingers all fall into this 
category. 

e Psychic Crush: This is a mental weight 
that slowly crushes defences. As such, 
it can be visualised as a huge boulder 
slowly rolling forward, the crushing 
tentacles of a silt horror (of a colour 
of the psionicists choice), the flow 
of molten obsidian, or the plodding, 
steady attack of a mountainous earth 
elemental. 

e  Psionic Blast: This attack sends a 
wave of mental energy racing toward 
the target. As such, most psionicists 
imagine it as lightning strikes from a 
desert storm, the swift, slashing claws 
of a kirre, the flaming shafts of a rain 
of arrows, or a relentless, stampeding 
herd of carru. 


Constructs (Psionic Defence 
Forms) 
e Intellect Fortress: This defence 


encases the mind in a powerful keep of 
mental energy. It may take the form of 
a field of brambles, the chitinous, spiky 
shell of a cha'thrang, the rock-hard 
carapace of a giant beetle, or glowing 
suits of metal armour from the most 
ancient of days. 

e Mental Barrier: This is a wall of 
thought that blocks psionic attacks. 
It appears as a wall of worked stone, 
light, or even metal, as a shimmering 
globe that surrounds the psionicist, 
or as a lightning-filled cloud that zaps 
incoming attacks before they reach the 


defender. 
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e Mind Blank: This defence hides the 
psionicist. It can appear as a thick fog, 
a raging sand storm, a featureless void, 
a dark forest, labyrinthine ruins, a vast 
desert, or a bottomless crevasse that 
lies between the attacker and defender. 

e Thought Shield: This is a glowing 
shield that turns away psionic attacks. 
It can be visualised as a shield, armour, 
a mystic rune, or any monster that 
appears to protect the defender from 
attacks. 

e Tower of Iron Will: This unassailable 
haven takes the form of a tall tower, a 
stout gate, an impossibly high cliff, or a 
jagged, lonely crag. 


Psionic Combat as a Story 
Element 


How does all of this work to enhance role- 
playing? Leaving the dice mechanics aside 
for the moment, lets observe a DM and 
a player tell the story of the battle of two 
psionicist characters. Lester, the player, 
runs the hero Drasik of Tyr, a psionicist of 
some experience and power. The DM runs 
the NPC villain, Salistar of the Dark Mind. 
The two characters spot each other across 
a crowded tavern, and the scene plays out 
as follows. 

DM: “Drasik notices his old foe Salistar 
on the other side of the tavern’s common 
room. As he spots her, she locks eyes with 
him.” 

Lester: “This is it. Drasik has been 
waiting to confront Salistar for a long time. 
Drasik concentrates, sending his psionic 
form into the mindscape in preparation for 
psionic combat.” 

DM: “Salistar does the same. To the 
crowd around them, though, nothing out of 
the ordinary can be detected.” 

Lester: “Drasik’s psionic body forms atop 
a glowing platform of light in the blackness 
of the mindscape.” 

DM: “What does his form look like? And 
what about the platform?” 

Lester: “Drasik looks much as he does in 
the physical world, though his psionic body 
glows brightly and is semi-transparent. He’s 
a tall, bald human with a thin, muscular 
build. Sparkling armour like the heart of 
a lightning storm covers his body, and he 
stands on a glowing disk of light.” 

M: “Cool. Well, Drasik sees Salistar 
appear a short distance away in the darkness. 
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She, too, looks like a shimmering version of 
her physical self. Her semi-transparent form 
is shapely and strong, and her hair flows like 
spun lightning in the mental winds. Her 
disk of light is wide and thin, and a glowing 
skin of mental armour outlines her psionic 
body.” 

Lester: “Drasik chooses ego whip as 
his attack power and mental barrier as his 
defence power.” 

DM: “Okay, consider how those powers 
will manifest while I tell you what Salistar 
has planned. She's calling forth a psionic 
blast and using a thought shield”. 

Lester: “Drasik’s ego whip attack appears 
as a fast-developing sandstorm with 
glowing, swirling winds as strong and sharp 
as shards of obsidian. His mental barrier 
takes shape as the lightning-filled clouds 
that accompany the storm.” 

DM: "Salistar's psionic blast forms into a 
huge kirre with shimmering fur and claws 
that spark as they move through the air. 
Beside her, opposite the kirre, a ghostly 
braxat takes shape to act as her tbougbt 
shield.” 

Lester: “The sharp winds of Drasik’s ego 
whip rush across the black expanse to slice 
into Salistar.” 

DM: “Nice try, but the braxat leaps in 
front of Salistar. The cutting winds rip the 
braxat apart, but only a little damage actually 
makes it to Salistar. Her kirre shoots back 
toward Drasik, its claws sparking through 


the blackness as it blasts toward him. The 
lightning-filled mental barrier blocks the 
rushing psionic blast, and with a rumbling 
growl the kirre fades into nothingness. 

"In the tavern, Drasik remains calm and 
collected, sipping his kank nectar while 
keeping his gaze locked on Salistar. Salistar; 
meanwhile, lets out a barely audible cough, 
and a few beads of sweat begin to develop 
on her brow." 

Lester: "How does Salistar look in the 
mindscape?" 

DM: “Her personal armour isn’t as bright 
as it was, but it still shimmers around her. 
Otherwise, she seems to be very angry that 
her kirre was destroyed before it could reach 
Drasik. On to the next round.” 

Lester: “I’m sure that Salistars going 
to try something big this time, so Drasik 
reaches into his nexus to call forth a tower 
of iron will. As an attack, he starts to shape 
a mind thrust.” 

DM: “You're right, Salistar wants to 
finish this with a bang. She prepares a 
psychic crush attack and an intellect fortress 
defence. Immediately, a red silt horror rises 
out of the darkness near Drasik, its grasping 
tentacles reaching from beneath his glowing 
battle platform and wrapping around his 
tower of iron will.” 

Lester: “Uh, oh. Salistar certainly likes to 
create monsters. The tower of iron will takes 
the form of an impossibly tall crag. It shoots 
up from my battle platform to rocket me 


out of the tentacles’ reach.” 

DM: “That almost works, but the 
tentacles catch hold of Drasik and squeeze. 
Unbelievable pain shoots through Drasik’s 
mind, but his mental armour remains intact. 
What about Drasik’s mind thrust?” 

Lester: “A glowing sword appears in 
Drasik’s hands, and in the next instant his 
battle platform slides into Salistars. He 
swings the sword, hoping to add to the 
damage he inflicted in the previous attack." 

DM: "Her intellect fortress forms into a 
giant beetle with a carapace as black as the 
expanse of the mindscape and as solid as 
a half-giant's skull. It crawls in front of the 
psionicist to take the brunt of Drasik's mind 
thrust. His glowing sword clatters harmlessly 
off the beetle's carapace. 

“In the tavern, Drasik swallows hard and 
momentarily closes his eyes to the crushing 
pain and failed attack. A slight smile creeps 
across Salistar’s lips, and both psionicists 
prepare for a third round of psychic 
combat...” 


Remember, when it comes to psionic 
combat, it’s all in your mind. Add details, 
describe exciting visuals, and stretch your 
imagination to paint the psionic canvas of 
the mindscape. Then the role-playing will 
really come alive. 
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The savage world of the Dark Sun setting 
has many powerful artifacts that have 
come into being throughout its merciless 
history. Some of these relics are the stuff of 
heroic legends, while others are malicious 
items with terrible power and purpose. All 
are potent devices that can bring about 
the defeat of an evil foe or spell doom for 
adventurers under the crimson sun. 

The artifacts presented here supplement 
those from Psionic Artifacts of Athas, 
which contains many of the famous artifacts 
from the Prism Pentad novels by Troy 
Denning, as well as the Book of Artifacts 
and Dregoth Ascending. As with artifacts 
presented there, should the DM deem 
the powers of these devices inappropriate, 
choose new powers (and curses) from the 
artifact random powers chart. 


Artifacts from Other Sources 


The following list shows other Athasian 
artifacts and the sources they appear in: 


Book of Artifacts 
Obsidian Man of Urik 
Psycbometron of Nerad 
Rod of Teeth 
Silencer of Bodach 


Psionic Artifacts of Athas 
Arm of Radu 
Belt of Kings 
Centennial Brain 
Conundrum Wormskin 
Dark Lens 
Green Rbul 
Heart of the Drake 
Heartwood Spear 
Jade Marquess 
Ktandeo’s Cane 
Last Tree 
Ma-Kat Mannequin 
Orbs of Kalid-Ma 
Planar Gate 
Psionatrix 
Scorcher 
Scourge of Rkard 
Spirit Wombs 
Tongue of Glib the Mad 


Dregoth Ascending 
Pearl of the Sunrise Sea 
Scorcher 
Star of Badna 
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Chatkcha of the Great One 


This artifact of the thri-kreen appears at first glance to be a regular 
das! chatkcha (produced from crystalline kreen venom secretions), 
though it glistens like polished metal. The relic is silver coloured, 
but its crude edges give it a dull appearance. Surrounding the hole 
in the centre are cryptic runes, and the edges of the item appear 
razor sharp. 


History 

A memory of the Great One is present in every member of the 
kreen race, a recollection triggered by the sight of various images. 
One such image is the chak’sa, the huge thri-kreen head carved 
from white stone that rests in the Hinterlands. Another is the 
appearance of an avangion. The third is the weapon known as the 
Chatkcha of the Great One. 

The racial history of the kreen is sketchy at best, and much of 
the knowledge regarding the Great One is left to interpretation 
by individual kreen. However, in regards to the Chatkcha, all tales 
and legends are the same. It is said that before he disappeared 
from Athas, the Great One gave his greatest student, a kreen 
named Ka'Cha, a chatkcha of great power. A warning came with 
the weapon, decreeing that if it were ever used for a corrupt 
purpose, the item would shatter, and memory of the Great One 
would vanish from the land. 

In the thousand years since its first appearance, the Chatkcha 
of the Great One has passed through the hands of generations of 
thri-kreen who followed the teachings of Ka’Cha. The Chatkcha 
was last seen in the lands of a kreen named T’katk, who took it to 
the chak’sa to see if his vision of the Great One would become 
clearer. He was never seen again. 


Campaign Use 

The Chatkcha of the Great One is the only artifact specifically 
designed for the thri-kreen race, and it is an important part of 
their racial history. A quest for the Chatkcha could be a grand 
adventure-for a group of PC kreen. Should word of the Chatkcha's 
return surface, kreen from across the Tablelands and beyond 
would seek out the possessor. Some would seek knowledge of the 
Great One, while others would wish to possess the Chatkcha for 
its famed power. 

Since the Chatkcha of the Great One was last known to be 
in the vicinity of the Hinterlands, it is quite possible the last 
possessor took the item into the unexplored territory of the 
Crimson Savannah, far beyond the Jagged Cliffs. 

If the possessor of this artifact is not kreen, any kreen they 
encounter instantly asks for the item. If the owner does not 
comply, the kreen attack. If the possessor kills the kreen, he has 
committed an evil act and is struck dead by the item. 


Powers 

Constant Powers — The Chatkcha of the Great One has 
a magical +5 bonus on attack and damage rolls, and it ignores 
all non-magical armour on an opponent. The weapon is also 
indestructible, immune to physical, magical, and psionic powers. 
Anyone with a Dexterity greater than 20 who is specialised in 
chatkcha can throw the weapon one additional time per round. 


When wielded by a kreen, on a natural roll of 20 the chatkcha 
acts as a vorpal weapon and severs the head of the victim — or 
causes triple damage if the target has no head. Thri-kreen wielders 
also ignore all modifiers for weapon speed when used in combat. 

Invoked Powers — Once per month, a thri-kreen possessing 
this artifact can raise the chatkcha above its head and summon 
all kreen in a five-mile radius to its location. As long as the 
summoned kreen are not of a diametrically opposed alignment to 
the wielder, they follow the possessor for a number of hours equal 
to its Charisma, performing any task that would benefit (or at the 
very least not harm) the kreen race. 

Curse — The possessor of the chatkcha is driven to the same 
goals of Ka'cha — peace, prosperity, and harmony. For every day 
the weapon is in his possession, there is a cumulative 196 chance 
per day for the possessor to throw away his weapons and travel 
across Athas to preach the message of Ka'cha. No power short of 
a full wish can remove this effect. 


Suggested Means of Destruction 

The Chatkcha of the Great One can be broken only if it is used 
by a kreen for an evil purpose. In this event, the artifact shatters 
irreparably. 
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ARTIFACTS OF ATHAS 


Crown of the Dwarven Kings 


The points of this crown are ragged and uneven. Otherwise, the 
crown boasts some of the finest workmanship to come out of the 
Green Age. It is studded with precious gems of all kinds, with a 
large diamond at the front. Its body consists of a type of metal that 
has not been identifiable since the Cleansing Wars. This artifact 
fits a head roughly the size of a dwarf, so it does not fit half-giants, 
thri-kreen, or halflings. 


History 

From the Green Age to the conclusion of the Cleansing Wars kings 
of great strength and insight have ruled the dwarven people. Since 
the time of King Thoren Andiron, second king of the Dwarves, 
rulers of this stout-hearted race have done so with the Crown 
of Dwarven Kings upon their brow. The crown was created by 
Thoren's wife, a powerful psionicist, to help her husband protect 
the dwarven race. Upon his death the crown was passed to his son, 
and generations of Andiron to rule over Kemalok for 12,000 years. 

With the coming of First Sorcerer and the Cleansing Wars, the 
dwarven race was faced with extinction by Borys of Ebe, thirteenth 
Champion of Rajaat. Lead by Rkard Andiron the dwarves fought 
the forces of Borys - the Crown displayed for all to see. 

For nearly a century Rkard led his people against the enemy, 
but it was not enough. In the end Rkard and Borys became locked 
in a battle to the death, one in which the Champion of Rajaat 
emerged victorious. However, through force of will Rkard dealt 
Borys a terrible blow, and he was carried from the field before 
being able to claim the crown from the dwarf's body. Afterward, 
the body of Rkard and the Crown of Dwarven Kings, along with 
Borys's weapon, the Scourge, were sealed in the ruins of Kemalok 
until another king of the dwarven people could be found. 

Recently, following the rise to power of Tithian, the Crown of 
Dwarven Kings was stolen from Kemalok by agents of the new 
king of Tyr. Later the crown resurfaced in the hands of a young mul 
named Rkard, son to the human gladiator Neeva and the dwarf 
sun cleric Caelum. Rkard was given the crown by the dwarven 
banshees Jo'orsh and Sa'ram, who told him he would succeed 
where the king Rkard failed and kill Borys of Ebe. Afterward, the 


crown was returned to the tomb of Rkard Andiron. 


Campaign Use 

The Crown of Dwarven Kings has remained in Rkard's tomb is in 
the buried city of Kemalok, awaiting the time when the dwarves of 
Athas are again united under one king. Only then will the banshee 
of Rkard bestow his crown to the next king of the dwarves. 


Powers 

Constant Powers — The Crown of Dwarven Kings bestows 
formidable psionic upon its wearer. When worn, the crown 
increases the MAC (Mental Armour Class) of the wearer by four 
points, six if the wearer is a dwarf or mul. 

Any dwarf viewing the Crown of Dwarven Kings recognises 
the relic from legend, and if worn by a dwarf or mul, no dwarf 
can initiate violent actions against the wearer. When worn by a 
non-dwarf all encounter reactions with dwarves or muls begin as 
Friendly (see Chapter 11 of the Dungeon Master's Guide). 


Invoked Powers — Twice per day the wearer of the crown can 
choose to ignore one psionic power used against him. 

When worn by a dwarf who is a true king of his race, the wearer 
can call a conclave of dwarves. This sends waves of psionic force 
across Athas, calling dwarves to his location for a great gathering. 
Dwarves of similar alignment to the king (either same ethics or 
morals) cannot defy it, while dwarves of diametrically opposed 
alignments are allowed a saving throw vs. spell to resist or travel 
immediately to his location. This power can only be used once by 
any one dwarven king possessing the crown. 

Curse — Should the wearer of the crown intentionally cause 
physical harm to any dwarf, the crown immediately reduces his 
Intelligence and Wisdom scores to 3. 


Suggested Means of Destruction 
Legend tells that the crown will explode in a tremendous fireball 
should all dwarves on Athas be slain. 
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ARTIFACTS OF ATHAS 


Dragonskin 


This artifact is a breastplate of armour sized to fit a human, half- 
elf, mul, or elf. The armour is a dull light gray, with a jagged texture 
and small spikes protruding along the front and back. There are no 
seams on the armour, and the wearer has to crawl into it to put it 
on. Those touching the armour experience a creepy feeling, as of 
insects crawling across the flesh. 


History 

Who created the Dragonskin or where it came from is a mystery, 
but one thing is for certain — it is literally the hide of a dragon. The 
Dragonskin has been around for at least 2,000 years, and by process 
of elimination it cannot be the hide of King Kalak or Borys of Ebe. 
That leaves only the sorcerer-queen of Yaramuke who was killed 
by Hamanu of Urik long ago, or the ruler of Kalidnay, Kalid-Ma. 
The body of Kalid-Ma was said to have disappeared following his 
rampages. In both instances Hamanu of Urik was present, and if 
anyone knows the truth its the Lion of Urik. Another theory is that 
a sorcerer-king may have given a copy of his defiler metamorphosis 
spell to someone, then slew the victim for his carcass. 

Whoever created the armour likely lost possession of it long ago, 
for tales of great warriors wearing the Dragonskin have surfaced 
over the years across the Tablelands. Whether worn by great 
heroes or terrible villains, accounts of these warriors commonly 
become legend. Each story ends the same, with the wearer being 
slain in one fashion or another and the armour disappearing for 
another hundred years. 

The Dragonskin was last reported in the hands of an elf lord 
named Ke'oosh, who raided dozens of caravans across the Ivory 
Triangle before he and his entire tribe disappeared in Free Year 8 
of the Tyr calendar, 


Campaign Use 
The Dragonskin is a potent artifact for warriors. Should a 
character with this artifact become well known, others covetous 
of the Dragonskin’s power will surely come in search of the item. 
Should they know the item’s weakness, it would be a simple matter 
to claim it for their own. 

The wearer might think himself invincible enough to confront 
a sorcerer-king, a conflict that would surely lead to the wearer’s 


death. 


Powers 

Constant Powers — Anyone wearing the fabled Dragonskin 
receives a +6 AC bonus vs. all physical attacks. Adjustments for 
Dexterity and other bonuses are added to this number. The wearer 
also suffers half damage from all fire, electrical, and cold-based 
attacks, saving for no damage where applicable. 

The wearer of the Dragonskin is under the constant effect of a 
ring of coolness and requires half the normal water requirements 
each day. The possessor also has 70% magic resistance vs. all 
priestly magic, 40% vs. wizardry magic, and 20% vs. effects 
produced by magical and other items. 

The Dragonskin also prevents the wearer from losing 
Constitution points as a result of being exposed to the Gray, the 
endless space where Athasians go when they die. 


Invoked Powers — Once per day the wearer of the Dragonskin 
can become ethereal, as per plate mail of etherealness for up to one 
hour. This ability cannot be negated by using a phase door spell. 

Once per day the wearer can also chose to have 100% magic 
resistance to one specific spell or effect. The exact nature of 
the spell must be known by the wearer before this effect can be 
invoked. For instance, the wearer can make himself completely 
immune to a fireball spell, if he knows his enemy is about to cast 
one at him. 

Curse — While wearing the Dragonskin, the possessor’s mind 
is considered to be “open” versus psionic attack regardless of any 
defences or PSPs remaining. His MAC (Mental Armour Class) is 
considered 10, and he can use no psionic powers of any kind (even 
wild talents). 


Suggested Means of Destruction 

Bathed in the light of an avangion for 24 hours, the Dragonskin 
crumbles into ash. For each four hours of exposure the Dragonskin 
loses one point of AC bonus until reaching +0, when it is destroyed. 
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ARTIFACTS OF ATHAS 


Eye of Psurlon 


This artifact is a four-inch diameter globe resembling the slit pupil 
of a large cat's eye. The pupil of the eye floats in a gelatinous 
yellow substance, and the artifact is always warm to the touch. The 
Eye of Psurlon is heavier than it appears, weighing slightly more 
than 15 pounds. 


History 

The Eye of Psurlon is not native to the world of Athas. The worm- 
like psurlons, who are also not from the Prime Material world of 
Athas, brought the artifact from their dying world to the Astral 
Plane thousands of years ago. The Eye of Psurlon has always been 
entrusted to the care of the most powerful psurlon adept, who was 
usually the leader of the community. The adept typically used the 
relic to help the psurlons survive on the unyielding Astral Planes, 
as many of them perished with the destruction of their world. 

When members of the psionic community discovered the 
existence of psurlons two centuries ago, some of the more corrupt 
psionicists took to summoning them to Athas to harness their 
psionic knowledge. One of the first psurlons summoned in such a 
manner was the adept possessing the Eye of Psurlon. The psionicist 
was not fully prepared for the might of the psurlon adept, and in 
the end the psionicist was slain. The psurlon adept then took to 
exploring this new world of Athas. 

The adept travelled the Tablelands for years, and after which 
decided to move the surviving psurlons to Athas where they would 
be supreme. Before the adept could do so he was attacked, slain, 
and devoured by an Athasian roc. To this day the Eye of Psurlon 
rests in the mountain lair of one of the largest creatures on Athas, 
somewhere in the Ringing Mountains. 


Campaign Use 

The Eye of Psurlon has many psionic and non-psionic powers, and 
is a dangerous artifact to possess if the owner is not psurlon. Very 
few people know of the existence of the Eye of Psurlon, since it 
never left the possession of the adept from the time it came to 
Athas until its death. Finding the Eye of Psurlon would likely be 
an accident on the part of characters. 

Any characters finding the Eye of Psurlon are sought after by 
some of the few psurlons living on Athas. These creatures do 
anything to possess the Eye of Psurlon, since it is considered to be 
an icon and saviour of the psurlon race. 


Powers 

Constant Powers — Possession of the Eye of Psurlon 
greatly increases the owner's psionic powers in the areas of 
psychometabolism and clairsentience. If the possessor is a 
psionicist, he can use powers of either of these disciplines at 2096 
of the normal PSP cost (to manifest and maintain), and the range 
of the power is doubled. Psionicists who do not possess one or 
both of the above disciplines can now learn powers from them but 
lose said powers if the Eye is later lost. Wild talents who possess 
the artifact can choose one psychometabolic or clairsentient 
power to add to whatever powers they already have. 

Psurlons who come into the possession of the Eye of Psurlon 
are able to use all psychometabolism and clairsentience powers. 


Invoked Powers — Once per week the owner of the Eye can 
conjure an area one mile in diameter that is "dead" to psionics and 
magic for one hour. This area is stationary, and only the possessor 
of the Eye can use psionics or magic in this area. No psionic or 
magical powers function here, and any permanent enchantments 
are nullified for the effect's duration. Only the superior might of 
Champions of Rajaat are able to ignore this power. 

If the possessor is psurlon this power can be used instead to 
remove psionic and magical power from one target. There is no 
saving throw for this effect which lasts for 2d10 days. 

Curse — Non-psurlon possessing this artifact slowly lose their 
sight, becoming blind in one month. Psurlons who possess the 
Eye lose all personal ambition, concerning themselves with only 
the survival of their race. Psurlons aware of this curse are loathe to 
touch the Eye, caring less for the race than for their own desires. 


Suggested Means of Destruction 
Conflicting legends suggest that the bite of a roc or exposure to 
the Ethereal Plane can destroy the Eye of Psurlon. 
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ARTIFACTS OF ATHAS 


Rvk'choel 


Creature/Rhul-tal: AC 20, HD 10 

The rvk’choel (pronounced rak-coal) is a living artifact, a 
parasite that attaches itself to a living host. The Rvk'choel is a thick 
necklace - like a collar with a large talisman section containing a 
dreadful eye. The skin of the living artifact is a dark, scaly gray 
whose surface slowly pulses with life. The eye appears as an ebony 
pupil amidst a swirling green mass. The portion of the collar that 
encircles the wearers neck does not connect in the back, but 
instead burrows into the skin at the collar bone. 


History 

The Rvk'choel is the last of its kind. Created by the nature-benders 
of the Blue Age, the Rvk'choel were intelligent, corrupt creatures 
that fed off the evil thoughts and emotions of their hosts. The 
Rvk'choel was created by the nature-benders for use in their war 
against the nature masters 14,000 years ago — a war the nature- 
benders lost. Only a handful of Rvk'choel survived the conflict, and 
over the millennia fewer have survived the rigours of the various 
ages. Only one Rvk'choel has survived to see the Age of Mortals. 

The last Rvk'choel has survived the years by carefully choosing 
its hosts. Until the 188th King's Age, the Rvk'choel has remained 
in the Ringing Mountains of the Forest Ridge, being passed down 
from generation to generation of the Ogo halfling tribe. When the 
halfling chief Urga-Zoltapl formed an alliance with Hamanu of 
Urik, the Rvk'choel travelled out into the Tablelands with Urga's 
eldest son Ykaa-Zoltapl. 

Once away from the Forest Ridge the Rvk'choel realised the 
extent of evil capable by the Rebirth races, and at the soonest 
opportunity caused the death of Ykaa and disappeared into the 
Tablelands. 


Campaign Use 

Like many other living artifacts, the Rvk'choel should not be 
haphazardly introduced into a campaign. Anyone possessing the 
Rvk'choel eventually turns to evil, and would then be considered 
an NPC under the control of the DM. 

The Rvk'choel cannot be harmed or influenced with magic or 
psionics, existing long before the creation of both powers. It has 
the equivalent of 100 hit points, regenerating all damage sustained 
in one round when attached to a host. When separated from its 
host, it regenerates five hit points per round, even when taken 
below -10. The Rvk'choel has a movement rate of 21 when not 
attached to a host. 


Powers 

Constant Powers — The host of the Rvk'choel has 10096 magic 
resistance to any spell from the priest sphere of Plant. Carnivorous 
and other dangerous plant life that populates Athas completely 
ignores the possessor, even if they later attack the plant. 

In addition, the possessor suffers no ill effects from any other 
rhul-thaun living item (except other living items considered to be 
artifacts) used against him. Living weapons cause no damage, and 
rhul-thaun creatures cannot detect the possessor by any means. 
The Rvk'choel does not allow its host to have any other rhul-thaun 
items on its person. 


Invoked Powers — Once per day the Rvk'choel can regenerate 
up to 30 hp damage taken by its host. Once per day the creature 
can cure any disease or other physical impairment (other than 
normal damage), such as restoring its host's sight or lost ability 
points 

Curse — The Rvk'choel is pure evil. While its wearer sleeps, the 
artifact possesses his body and seeks to commit evil acts against 
the wearers comrades or other innocents. When the wearer 
awakes, he has no knowledge of what occurred. 


Suggested Means of Destruction 

If bather in the waters of the Last Sea, the Rvk'choel dissolves like 
so much salt. Held in the hands of an avangion for a week, the 
Rvk'choel loses all of its powers. 
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ARTIFACTS OF ATHAS 


Other Items 


Below are two other items for the Dark Sun 
setting — one is a unique relic that is non- 
magical and does not qualify as an artifact 
but nevertheless remains valuable, and the 
other is a non-unique magical item that 
adventurers can encounter. 


Book of Kemalok Kings 

History: At the height of the Green Age, 
the dwarves of Athas were among the most 
powerful races of the Tablelands. From their 
majestic city of Kemalok, the dwarves grew 
strong and prosperous in the years prior to 
the coming of Rajaat and his evil followers. 
It was during this peaceful time the writings 
of the Book of Kemalok Kings were begun. 

A personal journal written by the king 
of the dwarven people, the book is a 
combination of historical events and vital 
insight into the dwarven race. In a time 
when historical documents were nearly 
nonexistent, the Book of Kings was one of 
the few chronicles of Athas to survive the 
ravages of the Cleansing Wars. No single 
item on Athas contains as much rare history 
than this dwarven relic. 

Following the death of Rkard, the last of 
the dwarven kings, at the hands of Borys of 
Ebe two millennia ago, the fallen monarch 
was placed in his sacred crypt along with the 
Book of Kemalok Kings. At that time, it was 
decided that until the threat of the sorcerer- 
kings on Athas was ended, no monarch 
would rule the dwarven race since he would 
likely be threatened by the Champions of 
Rajaat. Should knowledge from the book 
ever be required, the elder guardians of 
Kemalok would consult the ancient writings. 

Like many other races following the 
Cleansing Wars, the dwarves of Athas 
lost considerable knowledge, history, and 
tradition to the harsh conditions of the 
world. Among these was the ability to 
translate the Book of Kemalok Kings. For 
nearly a millennium, the relic gathered dust 
in the tomb of Rkard, its knowledge useless 
to those it was created to help. 

Following the death of King Kalak and 
the liberation of Tyr, an Urikite historian by 
the name of Er'Stali sought out the elders 
of Kemalok in the city of Kled. Er'Stali told 
the elders he had uncovered ancient records 
in the library of the sorcerer-king Hamanu 
that allowed him to learn parts of their 
ancient written language. 


With this knowledge, he could translate 
portions of the Book of Kings and learn 
more of the ancient language. The Urikite 
was sincere in his intentions and became 
the first non-dwarf ever to set eyes on the 
age-old text. 

Unfortunately, Er'Stali studied the book 
for only a short time before it was stolen by 
a psionicist named Maetan, who took the 
book to Urik. At the same time, Rikus and 
his Tyrian army were mobilising to engage 
the forces of King Hamanu approaching the 
newly freed city-state. 

While in Kled, the dwarves told Rikus of 
the Book of Kemalok Kings and asked him 
to recover it. Rikus agreed, and in return he 
was granted the title of a Knight of Kemalok 
and was given two artifacts to help him in 
his quest: the Belt of Kings and the Scourge 
of Rkard. However, on his way to meet the 
approaching army Rikus was attacked by a 
dozen wraiths who were former followers of 
Borys of Ebe. 

Recognising Rikus as a Knight of 
Kemalok, along with his possession the 
Scourge, the wraiths agreed not to kill Rikus 
if he brought them the Book of Kings so 
they could use information within to find 
their former master. Spells placed on Rikus 
by the vile wraiths forced him to complete 
this task, and in the end the wraiths took 
possession of the dwarven relic. 

Despite the loss of the Book of Kings, 
the learned Er'Stali was able to transcribe 
what he had read, preserving a portion of 
the ancient work. Er'Stali died nine years 
later in Kled, and it is unknown how much 
of the text was copied. Also unknown is 
the location of the Book of Kemalok Kings 
since the wraiths took possession of it. The 
crypt containing the undead warriors has 
since been vacated, and the location of the 
book is unknown. Since undead and shadow 
creatures were altered during Rajaat's brief 
release from the Hollow, it is possible the 
relic may now reside on one of Athas's 
mysterious dimensions: either the Black or 
the Gray. 

Craftsmanship: The Book of Kemalok 
Kings is not of exceptional construction, 
though it was made to stand the test of 
time. It is thought by some dwarves that 
the book stolen by the wraiths is actually a 
copy of the original, which has likely turned 
to dust over the centuries, though no one 
knows for sure if this is the case. 

The book taken by the followers of Borys 
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is constructed of braxat hide and thick, 
leather-like pages of unknown origin. It has 
a nondescript look to it, being no larger 
than a tome found in any sorcerer-king’s 
library. The book definitely shows its age, 
and if returned to the dwarves it would 
likely be re-copied in an effort to preserve 
the knowledge contained within. 

Value: Following its theft from Kled 
the Book of Kemalok Kings has become 
well known. While focusing primarily on 
the lives of the dwarven race through 
the ages, the Book of Kings does present 
information on other incidents and events 
from the past — details on things such as the 
Time of Magic, the War-Bringer, and even 
knowledge on races lost to Athas during the 
Cleansing War. Many of the sorcerer-kings 
and other powerful parties are interested in 
the book, foremost being the Shadow-King 
of Nibenay who is always hungry for ancient 
lore regarding the scorched world. 


Mask of the Aarakocra 

This is psionic item is a mask made of 
leather, designed to cover the upper half of 
the face. Eagle feathers decorate the mask, 
and the beak of an eagle is set to cover the 
wearer's nose. 

A mask of the aarakocra has two powers 
that mimic psionic powers: animal affinity 
(giant eagle) and scrying. 

Three times per day, the wearer can 
use animal affinity to adopt one of the 
attributes of a giant eagle: Armour Class 
13, a flying movement rate of 48 (D), claw 
and beak attacks (Attack +4; #AT 3; Dmg 
1d6/1d6/2d6), or Hit Dice of 4. 

The wearer must choose one attribute 
to adopt at a time, and the wearer changes 
physically (growing wings or claws, for 
example) to match the attribute. Also three 
times per day, the wearer can use scrying to 
observe distant objects, as the fourth-level 
psionic power. 

The mask of the aarakocra has an 
Intelligence of 13, allowing it to 
communicate its feelings via empathy 
with its wearer. These masks are of varying 
alignment and have ego ratings of 6, which 
may bring them into conflict with their 
wearers (as described for magical swords 
in Appendix 3 of the Dungeon Master’s 
Guide). 

XP Value: 1,000 

GP Value: 5,000 
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Marelnay wiped the sweat from her brow and 
watched the battle rage before her. The crimson 
sun, perched high in the sky, beat unmercifully 
down on the exhausted air cleric. Two of ber 
companions were down, dying if not already 
dead. The sands before the oasis were quickly 
turning into a thick, red mud from the blood of 
the slain and wounded. Both sides were taking 
a terrific beating. 

Unfortunately for Marelnay, the elven 
marauders fighting her friends looked like they 
were going to win. These elves had been preying 
on the new pterran trade route for months and 
now they sought to prey on Marelnay and her 
comrades. 

Helping the marauders was a powerful elven 
ally situated just inside the oasis — a wizard 
who was destroying the oasis with his magic. 
Five times during the battle, the defiling elf had 
cast spells to fell his foes. Five times, the terrible 
circle of ash surrounding the elf grew larger and 
larger. 

Her friends needed help soon and only 
Marelnay might save the day. Quickly the cleric 
set about casting a spell that would conjure an 
air elemental to her side. As she began, familiar 
winds which accompanied every spell Marelnay 
cast gently arose around her. 

Within seconds she finished the casting but 
something was different, something bad gone 
wrong! No air elemental appeared! Instead the 
gently blowing air gathering around Marelnay 
began to gust. The bizarre winds became 
stronger — too strong thought Marelnay. Very 
soon vicious blasts of roaring air began to batter 
the combatants around. Stinging sand, airborne 
from the fierce winds, bit into Marelnay's 
unprotected skin. 

As a cleric of the air, she knew she could 
protect herself from this freakish sirocco but 
only for a short while. Unless the others could 
run through this sudden raging windstorm, they 
were likely to be scoured to death by the flesb- 
eroding sand. 

Invoking her elemental ability to ignore the 
very air itself Marelnay raced to escape the 
sandstorm. She looked back to see if any of 
ber party were still up but could only glimpse 
exposed white bone poking through the sand- 
blasted skin of their fallen bodies. 

Frightened and confused, | Marelnay 
questioned this strange sign from the elemental 
powers of air. What was happening? What did 
it mean? 

What went so horribly wrong? 
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Elemental powers and 
summoning 


Nowhere in any AD&D campaign setting 
are there priests that compare to the exotic 
elemental clerics of Athas. Where the 
priests of other realms strive for the greater 
glory of their gods, the savage clerics of the 
DARK SUN setting wage a daily struggle 
for survival in this twisted land, long defiled 
by centuries of magical devastation. 

The elemental powers choose their 
worshippers carefully, as they understand 
that the health of Athas rests on their 
champions shoulders. The elemental 
powers have no doubts that only their 
clerics can return a sound elemental balance 
to Athas and undo the defiling damage that 
nearly wasted the planet millennia ago. In 
order for the elemental powers to aid their 
champions in this mission of ecological 
preservation, they send forth beings of 
elemental force to serve their clerics. 

At 5th level, elemental clerics may 
summon a true elemental via the 3rd-level 
spell conjure lesser elemental. At 9th level, 
a cleric may cast the 5th-level priest spell 
conjure elemental to call upon a stronger 
elemental ally. Finally upon achieving 14th 
level, elemental clerics may summon the 
most powerful elementals with the 7th-level 
spell conjure greater elemental. 

The elemental powers also work with other 
agents (druids, preservers and spellcasting 
rangers) by sending them elemental beings 
when the proper spell is cast. Defilers, 
on the other hand, can never conjure 
elementals, because the elemental powers 
never send elemental beings into the service 
of the mages responsible for reducing Athas 
into the wasteland it is today. 


Elemental Malfunctions 


Usually, conjure elemental and its lesser 
and greater versions function precisely as 
described. On rare occasions, however, 
an elemental spell malfunctions. Why this 
occurs on Athas is directly attributable to 
the simple truth that the elemental powers 
are not deities but are in fact less-than- 
perfect beings who may err. The majority of 
summoning malfunctions have a malevolent 
effect but there are occasions when the 
effect can be beneficial to the cleric. 

Spell malfunctions occur for a variety 
of reasons and usually are accompanied 
by bizarre results. Sometimes because 


Table 1: Conjure Lesser Elemental Summoning Malfunctions 


Roll 2d8 


15 
16 


Subtable 
Roll 1d4 
Ji 


Result 

Elemental appears and attacks the cleric. 

Elemental sparking: Cleric's body continually exudes small useless amounts 
of his element for 24 hours (ie, fire cleric gives off harmless sparks, earth 
cleric emits small clouds of dust, etc.). 

1d3 mephits. 

2d4 elemental vermin. 

Elemental beasts. 

1d4 elemental grues. 

Spell functions but each elemental summoned has either 1 hp per hit die or 
5096 of total hit points (5096 chance of either occurring). 

Spell functions but each elemental summoned does only 1 hp damage on a 
successful hit. 

Spell seems to function normally; however, elementals refuse to obey cleric 
and return to home plane when first attacked. 

Elementally severed: Spell fails and cleric is cut off from elemental sphere for 
2d6 rounds and cannot cast any spells. 

Elemental bonding: Cleric is safely bathed in element for next round and 
healed of 2d8+2 hp damage. 

Elemental blessing: Cleric casts all spells as if 2 levels higher for next 12 
hours. 


Spell functions as the 5th-level conjure elemental spell. 
Roll on Subtable 1 for spectacular elemental spell effect. 


1: Spectacular Minor Elemental Spell Effect 
Result 

Earth — Cleric grabbed by earthen grasp. 

Air — Stinking cloud centred on cleric. 

Fire — Cleric struck by burning bands. 

Water - Cleric affected by heat exhaustion. 

Earth — Cleric affected by fist of stone. 

Air — Cleric can call lightning even if storm is not present. 
Fire - Cleric directs a flaming spbere. 

Water — Cleric directs insatiable thirst. 

Earth — Cleric grabbed by Maximilian’s stony grasp. 
Air — Solid fog centred on cleric. 

Fire — Cleric affected by beat exhaustion. 

Water - Cleric affected by insatiable thirst. 

Earth — Cleric directs stone shape. 

Air — Cleric can air walk. 

Fire — Cleric directs a fireball. 

Water — Cleric can cast cure serious wounds. 


of a miscommunication or because the 
elemental powers cannot spare any 
elementals at the moment, they send 
different types of elemental beings to the 
caster, creatures such as elemental beasts, 
or even grues or mephits. 

At other times, the elemental powers 
cannot afford to send any beings to the 
cleric. Instead, the cleric may benefit from 
an elemental boon such as a protective or 


offensive spell. A mishandling of elemental 
energy by the cleric may bring about a 
backlash of elemental energy or perhaps 
centre an undesirable elemental spell effect 
on the casting cleric. The ever-scheming 
paraelemental powers may even sabotage 
an elemental cleric's spell and send one of 
their own paraelementals to kill the cleric 
instead. 
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Malfunction Mechanics 


When a PC attempts to summon 
an elemental, DMs should roll for a 
malfunction. If no malfunction occurs, 


the spell functions normally. If there is a 
malfunction, the DM must determine the 
type (standard or spectacular). 


1. Roll for a Malfunction. 

In game terms, a summoning malfunction 

occurs when any one of the following 

conditions are met: 

e The elemental cleric attempts to 
conjure an elemental and fails his 
Wisdom spell success roll. 

e Clerics attempting elemental 
summoning via spell have a 5% chance 
of a malfunction. Druids, preservers 
and rangers, because of their lack 
of expertise in handling elemental 
energies, have an increased chance of 
a malfunction (20% chance for druids, 
35% chance for preservers, and 10% 
chance for rangers) when they attempt 
to cast any of the conjure elemental 
spells. The DM secretly rolls 1d100 to 
determine if a malfunction occurs. 

e Any magical devices specifically used to 
summon elementals have a 10% chance 
of causing a malfunction each time 
they are employed. The DM secretly 
rolls the chance of this occurring. 

Fiendish DMs may increase the chance 
of a malfunction under certain unusual 
circumstances (ie, casting occurs in the 
disruptive presence of high levels of defiling 
magic or paraelemental magic, etc.). 

2. Determine the Type of 

Malfunction. 

Standard Malfunction: On a successful 
malfunction, DMs must consult the 
appropriate Summoning Malfunction table 
based on which version of conjure elemental 
spell was cast and roll 2d8 to determine 
the random elemental effect. A roll falling 
between a 2 and 16 means that a standard 
malfunction occurred and the DM should 
look up the appropriate affect. 

Spectacular Malfunction: A roll of a 
2 or 16 on 2d8 indicates that a spectacular 
elemental spell effect has occurred. Consult 
the appropriate Spectacular Elemental 
Spell Effect Subtable and roll 1d4 for a 
random effect based on the cleric’s element. 
The following rules come into play when a 
spectacular elemental spell effect occurs: 


Table 2: Conjure Elemental Summoning Malfunction Table 


Roll 2d8 


15 
16 


Subtable 
Roll 1d4 
1 


Result 

Roll on Subtable 2 for spectacular elemental spell effect. 

Horror! Paraelementals intercede and send a 12-HD paraelemental to attack 
cleric. 

Elemental Backlash! Character suffers 2d8+4 hp damage as elemental spell 
energy is mishandled in a catastrophic manner by the cleric during casting. 
Cleric is further unable to cast spells from own elemental sphere for next 
1d6 turns. 

2d4 mephits. 

Elemental beasts. 

2d4+2 elemental grues. 

Spell functions as 3rd level spell conjure lesser elemental. 

Spell functions but each elemental summoned is far weaker than intended 
and has either 1 hit point per hit die or 5096 of total hit points (5096 chance 
of either occurring). 

Spell appears to function but the arriving elementals refuse to obey cleric 
and return to home plane when first attacked. 

Elemental Imbalance! Elemental energy wildly courses through the cleric's 
body randomly empowering and invigorating cleric or nauseating and 
enervating cleric. Cleric has a 5096 chance of casting all spells as either three 
levels higher or three levels lower each time a spell is cast for the next 1d4 
hours. 

Elemental powers cannot send aid to cleric but instead teleport cleric 1 mile 
away in a random direction thus removing cleric from possibly harmful 
situation (but abandoning comrades at same time). 

Elemental Infusion: Cleric is healed of all wounds, diseases, and poisons. 
Cleric is temporarily transformed into a standard 12 HD elemental of 
the cleric's element for spell's duration gaining special attack abilities and 
weaknesses of a true elemental of the same level. Cleric keeps own hit points 
and attack bonus but cannot cast spells in elemental form. At spell's end, 
cleric reverts back to normal mortal form and is immediately healed of 2d8+2 
hp damage. 

Spell functions as 7th-level spell conjure greater elemental. 

Roll on Subtable 2 for spectacular elemental spell effect. 


2: Spectacular Elemental Spell Effect 
Result 

Earth — Cleric affected by infestation. 

Air — Cloudkill centred on cleric. 

Fire - Cleric struck by flame arrow. 

Water — Cleric affected by lungs of water. 
Earth — Wall of stone in front of cleric. 

Air — Wind wall in front of cleric. 

Fire — Wall of fire in front of cleric. 

Water — Wall of ice in front of cleric. 

Earth — Whirlpool of doom centred on cleric. 
Air — Death fog centred on cleric. 

Fire - Fireball centred on cleric. 

Water — Ice storm centred on cleric. 

Earth — Cleric protected by a stoneskin. 

Air — Cleric can call down an airboat any time in next 24 hours. 
Fire - Cleric is protected by a fire shield. 
Water — Cleric can direct a cone of cold. 


Spectacular effects 


All special elemental spells are treated 
as if the cleric had cast the spell himself 
with regard to duration, damage, area of 
effect, etc. unless the spell states otherwise. 
Spectacular effects take place immediately 
whether or not the caster controls the spell. 

A cleric is allowed a saving throw against 
any malevolent spell effect targeting the 
cleric. Area effect spells such as fireball 
or ice storm still take effect even if the 
cleric saves. In the instance of a fireball, a 
fire cleric would suffer half damage on a 
successful save unless the cleric had already 
activated his ability to ignore his element — 
fire. Most likely however, a cleric affected 
by a malevolent spell is taken by surprise 
and thus is affected normally by the spell. 

An elemental cleric who is affected by 
a benevolent spell receives full knowledge 
of the spell and all its various effects, 
applications, etc. 

DMs should be aware that some spell 
effects have a considerable duration (ie, 
sirocco) that may last far longer than the 
cleric’s ability to ignore an element. A cleric 
who can no longer ignore his element and is 
still within a spell's effect suffers the spell's 
normal effects. 

Regardless of whether a beneficial or 
malevolent effect occurs, a cleric whose 
summoning had a spectacular malfunction 
cannot cast any conjuration/summoning 
spells for the next 1d4+2 hours. 

All wizard and priest spells listed in the 
Spectacular Malfunction Tables may be 
found in the Player’s Handbook, Tome of 
Magic, and Dark Sun Campaign Guide. 


Other Classes That Can 
Summon Elementals 


The summoning malfunction tables may 
be easily modified for use in DARK SUN 
campaigns that allow paraelemental cleric 
PCs. Because of the greater chance of 
malfunction for druids, these nature priests 
are more likely to summon assistance from 
animals on their guarded lands than to call 
on the inner planes for help. This is also true 
for preservers who will opt to cast spells like 
monster summoning that conjure or summon 
other beings than elementals. Rangers are 
more likely to prepare more predictable 
elemental spells once they have suffered 
from a few malfunctions. 
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Table 3: Conjure Greater Elemental Summoning Malfunction 
Roll 2d8 Result 


14 


15 
16 


Roll on Subtable 3 for spectacular elemental spell effect. 

Horror! The interloping paraelemental powers intercede and send a 16-HD 
paraelemental to attack the cleric. 

Elemental burnout! The mishandling of elemental energy by the cleric results 
in the creation of an elemental “dead spot” 1d10 miles in radius centred on 
the cleric. No spells or abilities from the cleric’s own element can be cast, 
used, or prepared by any clerics within range who worship the same element. 
The dead spot, which moves with the cleric, lasts for 1d4+1 days 

Elemental deluge! For the next 4d4 rounds, the cleric’s ability to gate in 
his element is continually and uncontrollably invoked. The gated element 
randomly appears within 50’ of the cleric’s location with chaotic effect. 
Elemental summons: Cleric is summoned to elemental plane and must 
justify this particular summoning to the elemental powers. After 2d4+5 
rounds of questioning, cleric is returned to same place on Athas. Request is 
either granted or denied based upon the cleric’s responses. 

Spell functions as conjure lesser elemental (75%) or conjure elemental (25%). 
3d6+3 mephits. 

Spell functions but each elemental summoned will have either 1 hp per hit 
die or 50% of total hit points (50% chance for either). 

Elemental matter transmutation! Every round, 1d2 random, non-living items 
within a 20’ radius must save vs. spell at -1 or be permanently transformed 
into an equal volume of the cleric’s element. This transmutation continues 
for 1d10+10 rounds. Transformations require a wish to reverse. 

Elemental disturbance! A nearby drake of any (para)element arrives in 4d4 
rounds and attacks the cleric for daring to disturb the elemental ether. 
Elemental assistant: Cleric is affected by the 8th-level wizard spell homunculus 
shield for the next 24 hours. 

Elemental avatar! Cleric is temporarily transformed into a fearful 15’ 
elemental avatar. Cleric is healed of all damage and granted double hit 
points, fights as a 20 HD monster, strikes with fists twice a round for 5d6 hp 
of damage, has AC 25 and a magic resistance of 25%. The transformation 
lasts for only 1 turn after which the cleric reverts to normal but is rendered 
unconscious for 1d4 hours. 

A Cleric Elemental of 21st-30th level with full spells and psionic abilities 
appears to fight for cleric. 

Surprise! Spell functions as quest spell elemental swarm. 

Roll on Subtable 3 for spectacular elemental spell effect. 


Subtable 3: Spectacular Major Elemental Spell Effect 


Roll 1d4 
1 


Result 

Earth — Glass storm centred on cleric. 

Air — Sirocco centred on cleric. 

Fire — Incendiary cloud centred on cleric. 

Water — Acid storm centred on cleric. 

Earth — Cleric affected by claws of the umber bulk with no ill effects. 
Air — Death fog as directed by cleric. 

Fire — Caster affected by Malec-Keth's flame fist. 

Water — Abi-Dalzim's Horrid Wilting as directed by cleric. 
Earth — Cleric affected by sink. 

Air — Cleric affected by suffocate. 

Fire — Delayed blast fireball centred on cleric. 

Water — Abi-Dalzim’s horrid wilting affects cleric. 

All elements — Protected by an elemental aura for 24 hours. 
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Summoned Elemental Beings 


If the caster has control over the summoned 
beings, that control can be stolen by others. 
If the arriving elemental beings are free- 
willed, then control can be established 
provided that someone present possesses 
the means to enact that control. Free-willed 
beings cannot be sent back to the elemental 
planes by voluntarily ending the spell early. 
Any cleric wishing to send back elementals 
to their home plane must find some other 
means to do so. 

Regardless of what beings arrive from 
the elemental planes, all summoned beings 
can be returned to their home plane by an 
appropriate spell, such as banish, with the 
standard chance of success. The following 
guidelines outline the behaviours that the 
elemental beings appearing on the tables 
will take: 

Mephits: Foul, obnoxious mephits 
associated with the cleric’s element appear 
and attack any character that most appeals 
to their vulgar sense of taste. If they 
succeed in killing the character, the mephits 
quibble over the character's belongings. The 
mephits cannot return to the planes and are 
stuck on Athas. The mephits arriving should 
be: earth, ooze, or mineral for earth clerics; 
air, mist, smoke, or steam for air clerics; fire, 
radiant, or smoke for fire clerics; ice, mist, 
steam, or water for water clerics. DMs may 
mix similar types of mephits to enhance the 
weirdness of the scene. All sixteen varieties 
of mephits are found in the Planescape 
Monstrous Compendium Appendix 
Volume I. 

Elemental Vermin: The scavenging 
elemental vermin that appear spend all their 
time looking for food to eat. The useless 
vermin do not fight unless attacked. At the 
spell's expiration, all surviving vermin return 
to their home plane. Elemental vermin are 
listed in the Monstrous Compendium 
Annual Volume I. 

Elemental Beasts: A number of 
elemental beasts appropriate to the type of 
conjure elemental spell cast are summoned 
to aid the cleric. Elemental beasts serve the 
caster to the letter of his commands until 
the end of the spell’s duration. The beasts 
have no way to travel back to their plane 
and beseech the cleric for aid in getting 
home. If the cleric cannot help the beasts, 
they blame the cleric for their predicament. 
The beasts may then attack the cleric 


or follow the cleric around begging for 
assistance depending on the seriousness 
of their predicament. Elemental Beasts 
are detailed in the Dark Sun Monstrous 
Compendium Volume III. 

Elemental Grues: The vicious grues 
dislike being summoned but will fight for the 
cleric upon arriving for fear of angering the 
elemental powers who sent them to Athas. 
The temperamental grues are not under the 
cleric’s control and may attack the cleric’s 
companions at the slightest provocation. 
Upon the spell’s expiration, the grues may 
opt to either return to their home plane or 
stay on Athas to cause more mayhem. Grues 
are found in the Planescape Monstrous 
Compendium Volume I. 

Dungeon Masters may substitute 
other bizarre elemental monsters such as 
xorn, invisible stalkers, and elemental-kin 
from the Monstrous Manual tome and 
Monstrous Compendium Annuals as 
well as world-specific monsters such as law/ 
chaos elementals and fundamentals from 
the Mystara Monstrous Compendium 
Appendix in place of the elemental beings 
listed in the tables. 


Final Notes 


The priest quest spell elemental swarm never 
malfunctions. The elemental powers invest a 
great deal of personal attention and magical 
energy when bequeathing quest spells. This 
degree of preparation renders the likelihood 
of any quest spell malfunction virtually non- 
existent. 

Whenevera malfunction occurs, all players 
should be confounded and kept in the dark 
as to the reasons behind a malfunction 
regardless of whether the effects were 
good or bad. While the mighty elemental 
powers may boast when they provide 
their champion with a beneficial effect, 
they never admit to any weakness on their 
behalf when a harmful malfunction occurs. 
Instead the elemental powers remain silent 
or blame the paraelemental powers from 
interfering if questioned by the cleric. DMs 
can work summoning malfunctions into 
future adventures by having curious PCs 
investigate why their spell malfunctioned 
or punish those believed responsible for the 
spell malfunction. 

The purpose of this article is to add 
an exotic element of random surprise to 
the otherwise simple act of elemental 


— A 


summoning on Athas in much the same way 
that wild magic does in other campaigns. 
Nothing existing in the Dark Sun setting 
can truly be called predictable or reliable 
and now the same can be said of elemental 
summoning on Athas. With these tables, 
those who would summon elementals are a 
force to be feared if not dreaded precisely 
because of these dramatic random effects. 
Few foes would stay to fight should a deadly 
acid storm suddenly rain down upon them. 
Even the clerics own companions might 
flee if they watch their friend inexplicably 
transform into a terrifying, 15’ elemental 
avatar. 

These malfunctioning tables need not be 
limited solely to Athasian campaigns. DMs 
running other campaigns can easily add 
these malfunction tables to their games for 
those characters who summon elementals 
either by spell or magic item. Either way, 
DMs now get the chance to bewilder and 
amaze their players as they bear witness to 
elemental summoning gone wild! 
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Life-shaped items are a unique facet of the 
DARK SUN campaign setting. These living 
tools, weapons, and artifacts were created 
during the Blue Age of Athas by an ancient 
race of nature-manipulating — halflings 
known as the rhulisti. The rhulisti lived 
in such harmony with their environment 
that they shunned the use of all unliving 
materials. Having unlocked the secrets of 
building and altering life to suit their needs, 
they created a plethora of altered organisms 
designed to perform all sorts of tasks, both 
extraordinary and mundane. 

Life-shapes are classified by type and use. 
Life-shape creatures are fully self-reliant 
organisms engineered to perform a specific 
task. Tissues, though organic in nature, 
are not whole organisms. They can perform 
only the function for which they were 
created and must have their other needs, 
namely maintenance and nutrition, tended 
by another. Grafts are shapes designed 
by the rhulisti to become a part of the 
host's body. Tools operate either on their 
own or with guidance from a supervisor. 
Producers create valuable commodities, 
and parasites, the dreaded dark-shapes, 
prey upon those who attempt to use their 
seemingly beneficial services. 

All of the items presented in this article 
were created by the rhulisti and operate as 
per the outline of rules given in the Dark 
Sun Campaign Options accessory. Due 
to the powerful bond these shapes develop 
with their hosts and masters, using the life- 
shapes becomes second-nature, and no 
class restrictions should be imposed. 


Repellers 


Creature/Graft: AC n/a, HD n/a 

The mere existence of these micro- 
organisms is a testament to the scope of 
power that the halflings of the Blue Age 
had over life. Frightened by reports of 
mantis warriors lurking far across the sea to 
the west of Tyr-Agi, the rhulisti life-shapers, 
in a culture that was still peaceful at heart, 
devised the repellers as a nonviolent means 
of keeping the thri-kreen at bay. 

Dormant repeller spores look like a 
powdery, grayish dust. To be activated, the 
spores must be moistened with a few drops 
of water. The resulting paste is spread over 
the neck and shoulders. Over the next 48 
hours, the spores grow into a self-sustaining 
colony of organisms akin to algae. 
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The affected portion of the host's skin 
takes on a slightly bluish hue. As the colony 
feeds off the nutrients contained in the 
sweat of the host, they excrete their waste 
in the form of a substance that insects find 
repulsive. 

All insects of no greater than animal 
Intelligence that come within 10 feet of an 
affected host must save vs. paralysis or seekto 
avoid the host, fleeing if pressed. Insectoids 
with higher than animal Intelligence treat 
the host with a +5 reaction penalty. If they 
are in the presence of repellers for more 
than a half-hour, nausea and sluggishness 
overtake the insects, causing them to make 
all saves and combat rolls at a -1 penalty. 

In two weeks' time, the host's affected 
skin area dries and flakes off as the repellers 
become dormant once again. Those who 
know the ancient ways of the rhulisti can 
actually extract enough spores from the 
dead skin to apply another dose, but this 
process has likely been lost beneath the 
same sands that swallowed the halfling 
empire. 


Mak-ebanrath 


Creature/Tool: AC 17, HD 3 

The danger of life-shapes mutating and 
becoming deadly parasites was very real to 
the rhulisti, so this creature - whose name 
means “Hunter of the Dark-Shapes" — was 
created. A mak-ebanrath has the form of 
a half-inch red worm with six legs and two 
pairs of sharp mandibles. When placed 
near an external parasite, the mak-ebanrath 
attacks the dark shape, hitting automatically 
and causing 1d4 damage per round. 


To reach an internal parasite, the mak- 
ebanrath must be placed near the point of 
entry for the dark shape. Here, it reopens 
the wound delicately, causing only I point 
of damage to the host. Once it reaches its 
destination, its attack has the same effect as 
on an external parasite. 

Life-shaped parasites destroyed by the 
mak-ebanrath cause no damage during the 
removal process. Dark-shapes that cause 
harmful side effects after their removal have 
an 80% chance of leaving the victim without 
causing any side effects whatsoever. 


Vitality Ray 


Creature/Producer: AC 15, HD 1 

This life-shape looks like a stingray, a life- 
form long thought extinct on Athas. To 
be awakened from dormancy, the vitality 
ray must be soaked in water during the 
production process. If allowed to dry up 
during this cycle, it returns to dormancy, 
and the process must be repeated. 


After the vitality ray has been activated, a 
humanoid must place his or her hand on its 
circular body. The recipient's flesh is pierced 
by four sharp spines, and he suffers 1d2 
points of damage. The spines then retract 
into the vitality ray, where the recipient's 
body chemistry is analysed. After a few 
hours, the life-shape’s body grows warm to 
the touch as it begins its production cycle. 

At the end of a week, the vitality ray 
produces a small, soft, liquid-filled egg 
containing poison bane, a potent antitoxin 
tailor-made for the analysed individual. 
When this egg is ingested, the antitoxin 
renders that person immune to all poison 
and disease for a period of 48 hours. Only 
magical venom and poisons may affect the 
recipient of the antitoxin, and he saves 
against those at +5. The antitoxin works 
only for the person who was analysed. 
The ray may create only one poison bane 
dosage at a time, and it enters a revitalising 
hibernation for two weeks after doing so. 

The rhulisti created the vitality rays to 
protect hunters in search of venomous prey. 
Most likely, they had enough rays to produce 
a dosage for each member of the hunting 
party, but with the decline of their empire, 
much life-shaper lore was lost. Vitality rays 
exist only in scarce numbers today. 


Purifier Soonge 


Creature/Tool: AC 11, HD '^ 

The Blue Age was a time when rainstorms 
visited the land frequently and inhabitants 
of Athas didn't have to work hard to obtain 
enough fresh water. The purifier sponge 
wasn't created because of a pressing need 
for clean water but simply because the 
rhulisti believed in eliminating waste. 
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A purifier sponge looks similar to the 
regular variety of marine sponges, save 
that its pores are much smaller, giving 
it an amazing amount of surface area 
and the ability to filter a huge quantity 
of water at once. When the sponge is 
placed in contaminated water, it sops it up 
immediately. One fist-sized sponge can hold 
about one half-gallon of water at a time. 
After a few minutes, the sponge begins to 
contract by itself, holding the contaminants 
within its own body and excreting pure, 
crystal-dear water. 

The sponge processes and extracts its 
sustenance from the waste material it filters 
from the water. One sponge can filter about 
15 gallons of water before needing to break 
down the contaminants, a process that takes 
a day or so. Sponges that filter extremely 
toxic water are about half as efficient and 
may no longer function after purifying a 
significant amount, having died from the 
toxicity. 


Injector 


Creature/Graft: AC 18, HD 2 

Not all of the ancient life-shapes are without 
their sinister applications. The injector was 
originally intended to administer doses 
of medicine in the field, but its ease of 
concealment and rapid use make it an ideal 
tool for assassination, should the wrong 
person ever lay hands on one - or rather, 
should the wrong person ever get one in 
hand. 

The injector looks like a small winged 
mosquito about the length of a finger. Its 
abdomen gradually thickens into a bulb 
with a circular aperture at the extreme end. 
The head tapers off into a sharp, narrow 
beak, slightly behind which are attached 
three delicate eyestalks. 

When the injector is held in the palm 
of one's hand and the command is given, 
the life-shaped creature begins burrowing 
head-first into the hosts palm, down into 
the wrist. The process is extremely painful, 
taking about three days to complete and 
causing a total of 1d6 points of damage to 
the host. The creature positions itself so 
that only the sphincter-like opening of its 
abdomen remains exposed. 

The injector can, upon a muscular impulse 
from the host, protrude a sharp, hollow 
needle from the opening now located in 
the host's palm. The life-shape can absorb 
and expel liquids through this needle at 
will. The creature extends the needle into a 
dosage of some substance and slowly begins 
to draw it up. The injector is now prepared 
to administer via injection one dose of 
whatever substance was absorbed. 

The host must make an attack roll to 
strike any unwilling creature with the 
injector. If successful, the creature is 
immediately aware of being struck by the 
injectors needle and is fully affected by 
whatever substance the life-shape was 
prepared to excrete. Obviously when 
used for medicinal purposes, it is unlikely 
the recipient would be unwilling to have 
treatment administered, and in such cases 
no attack roll is necessary. 


Serpent Lash 


Tissue/Graft: AC 17, HD 1 

Life-shaped weapons have the distinct 
advantage of being highly responsive to 
both wielder and target. Primarily created 
as a deterrent to potential threats more 
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than as an offensive weapon, the serpent 
lash is attached by a series of tiny, mouth- 
like suckers to the back of the arm about 
two inches below the wrist. This thin, black, 
life-shaped tissue wraps its length about its 
owner's arm when not in use. 

In battle, the serpent lash unwraps itself, 
remaining attached to the arm but otherwise 
gripped like a normal lash. Although a 
meagre three feet when not in use, the lash 
can stretch itself out to twice that length. 
Just before it senses that it will strike, the lash 
projects tiny barbs all about the attacking 
section, allowing it to rip through flesh and 
making the attack much more damaging 
and effective. A single attack causes 1d8 
points of damage. In addition, the serpent 
lash moves on its own to compensate for a 
target’s defensive movement as it is being 
used to attack, thereby giving its wielder a 
+2 bonus to hit and damage. 


Pur-aish 


Creature/Tool: AC 16, HD 3 

Known as the “Calming Breeze Lizard,” the 
pur-aish is almost indistinguishable from 
the many species of small Athasian reptiles 
save that it does not shy away from the 
presence of humanoids. It is quite friendly, 
in fact, accepting morsels of food and gentle 
scratches of affection. 

When enough interaction takes place to 
give the pur-aish a sense of trust, it attempts 
to climb up to the shoulders of one of its 
new friends. Leaning in gently toward that 
individual’s ear, the lizard begins to trill in 
a low, deep tone that is too soft for anyone 
but the lizard’ s perch to hear. The song 
is extremely calming and seems to travel 
throughout the body. 


LIFE SHAPES OF ATHAS 


In fact, such a profound state of relaxation 
occurs that rest under the influence of a pur- 
aish is twice as revitalising as normal rest. 
Wizards may prepare spells as though each 
were one spell level lower for purposes of 
study time. Natural healing is enhanced as 
well, taking place at twice the normal rate. 
The pur-aish can trill for many hours, never 
tiring from pleasing its master. 

The rhulisti banned the use of the pur- 
aish, however, once they realised that the 
song of these creatures is highly addictive. 
After three days of continual use, the 
benefits of experiencing the enhanced rest 
are only one-half better than normal rest. At 
the end of a week of use, the enhanced rest 
provides no benefits, and normal rest is only 
hall as relaxing. At this point, the user feels 
relaxed enough to sleep or rest only when 
the lizard trills. 

After two weeks of continual use, the 
person is comforted only when the pur-aish 
trills and is sluggish and melancholy at all 
other times, suffering a -1 penalty on all 
saving throws and combat rolls. 

These symptoms are reversed only 
when affected individuals completely stop 
listening to the pur-aish’s trilling, and they 
take an amount of time to recover equal to 
the duration of the addiction. 


Swiftstep 


Tissue/Graft: AC 16, HD 2 

This strange graft looks like a bony, knobby 
rib cage and spine. The spine ends at the 
top and bottom in sharp, dagger-shaped 
bones. When the command word is spoken, 
the "ribs" open up wide enough to enclose a 
humanoid chest The sharpened ends of the 
spine dig into the host's own spinal column, 
attaching at the base of the neck and the 
small of the back. The attachment process 
is quite painful, inflicting 1d6 points of 
damage. 


Sized for  halflings, the  swiftstep 
implantation causes Small humanoids to 
remain immobilised for a day or two, while 
larger humanoids must endure a week of 
inactivity due to the excruciating pain of the 
graft adjusting to a larger body size. 

Once the implant is in place and the 
command is given, the swiftstep controls 
and elevates the response of the nervous 
system, doubling the attack and movement 
rates of the host and granting the host a «2 
bonus to Dexterity. In addition, the host 
gains a -3 initiative bonus. 

The swiftstep allows the host to maintain 
this blinding speed for 1d10 rounds at a 
time. This ability can be used once per day 
with no ill effects. Additional uses require 
a Constitution check be made at a penalty 
of -1 for each additional use. This check is 
made directly after the power is activated. 

A failure indicates a terrible strain on 
the hosts body. He or she immediately 
suffers 1d10 points of damage, is unable 
to perform any strenuous activity such as 
combat or spellcasting, and, if unassisted, 
moves at only a quarter of his or her normal 
movement rate until the damage is healed. 


Dark Mother 


Creature/Parasite: AC 14, HD 3 
The dark mother is a mutation of the mother 
lizard (detailed in Psionic Artifacts of 
Athas), a life-shaped organism that cares 
for the rhulisti tissues by storing them inside 
her protective stomach. The dark mother 
actually draws sustenance from tissues given 
into her care, ruining them in the process. 
Indistinguishable from any other mother 
lizard, the dark mother scoops up life- 
shaped tissues that are tossed near her and 
swallows them. Her body sends them to a 
special stomach that pulls the life out of the 
tissues she has swallowed by absorbing their 
essence. 


This process causes severe damage to the 
tissues. The creature regurgitates the ruined 
items on command but then scampers off 
before her temporary masters discover any 
wrongdoing. 

Roll percentile dice to determine the 
effect her life-leeching had on the life-shape: 


1d100 Effect 

01-20 Tissues function at half potency. 

21-80 Tissues arc completely ruined. 

81-00 The tissues are so corrupted that 
they have become parasitic 
themselves. When used, the 
tissues cause 1d6 points of 
damage and continue to inflict 
1 point of damage per day until 
removed. Removing a parasitic 
tissue injures the host, causing a 
further 1d6 points of damage. 
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SILVER SPRING 


VEILED ALLIANCE 


BY LLOYD BROWN III 


The Alliance in Turmoil 


Artwork by Tony Diterlizzi 


The Alliance chapter of the Silver 
Spring oasis is in chaos after the death 
of their previous leader, Alraiik of Urik. 
His whimsical and often contradictory 
commands left much room for speculation 
as to how the Alliance should proceed after 
his death. Currently, six preservers vie for 
leadership. They have come to a tentative 
truce and are toying with the idea of equal 
leadership, although each plainly wishes to 
have absolute rule over the chapter. 

Amid the chaos, Verdanis, a defiler 
agent of Lalali-Puy, has slipped into the 
organisation. Due to the lack of sanctioned 
activities and irregular meetings, he has not 
learned much about the group. 


By the same token, it might be a long time 
before his presence is discovered. By then he 
could destroy the Alliance chapter for good 
and give Lalali-Puy priceless information to 
use against her native chapter. 

Most of the members are not residents 
of Silver Spring. They are wanderers who 
initially stopped at the oasis for water and 
were contacted by the Alliance chapter. The 
total number of members hovers around 
sixty, scattered across the Tablelands when 
not meeting at the oasis. 

Each of those vying for leadership 
commands the loyalty of 2-7 other 
preservers, with the remainder undecided 
or uncaring. 
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Prominent among the squabbling leaders 
is Relsek the White, a native elf whose name 
comes from his shocking platinum blonde 
hair. He is a fighter/preserver who uses his 
wild talent of death field quite effectively 
against ordinary preservers. He suspects 
that somebody has infiltrated the chapter 
and wishes to tighten restrictions on 
membership, which would eliminate some 
of the current members. Obviously, those 
who would be eliminated oppose his bid for 
leadership. Just as obviously, Lalali-Puy's 
agent is among the most outspoken of those 
who argue against the suggestion. 


Relsek the White, elf male F12/W 
(preserver) 11 

AC 15 (19 with armour spell); MV 12; hp 
50; ATT +15, #AT 3/2 (2 with sword); Dmg 
1d6+4; Str 17, Dex 19, Con 14, Int 16, Wis 
14, Cha 15; ML 14; AL CG; bone short 
sword of quickness, potion fruit of extra healing. 

Spells prepared: armour, enlarge, mount, 
unseen servant; invisibility, levitate, strength, 
web; blink, feign death, phantom steed, slow; 
dimension door, fear, stoneskin; feeblemind, 
shadow door, transmute rock to mud. 


Verdanis, human male W (defiler) 7 

AC 15; MV 12; hp 16; ATT +4; #AT 1; 
Dmg 1d4+2; Str 17, Dex 9, Con 13, Int 
14, Wis 12, Cha 19; ML 12; AL NE; steel 
dagger, bracers of defence AC 15, potion fruit 
of gaseous form. 

Spells prepared: change self, charm person, 
friends, shield; ESP, forget, whispering wind; 
nondetection, secret page; wizard eye. 


KHABUR'S LETTER 


KHABUR'S 
LETTER 


BY ED BONNY 


However the PCs acquire this note, 
they learn it was written recently. Urik's 
templars are already searching for Xaymon. 
Korgunard's legacy is no light matter, and 
concerned PCs should want to keep it from 
Hamanu. 

A wandering brown elf, Xaymon (13th 
level psionicist^wizard) was indeed a 
preserver apprentice of Korgunard. Xaymon 
owns the only artifact that Korgunard 
ever created — a ring-shaped, artifact-like 
spellbook with a minor array of magic and 
psionic abilities. 

Any good-aligned owner of the spellbook, 
regardless of race, gains the ability to 
transform into an avangion, provided he has 
the required class levels and the preserver 
metamorpbosis spell. 

Xaymon takes the legacy that Korgunard 
has bestowed upon him with deadly 
seriousness. Until now, the elf existed in 
relative anonymity. A solitary figure who 
trusts few, Xaymon possesses many of 
Korgunard's secrets. For one, he claimed 
the avangion’s hidden keep for himself. 
In time, Xaymon hopes to be Athas' next 
avangion. 

The heroes discover the note in the ruins 
of a raided caravan, a rogue character 
acquires the note when picking a templar's 
pocket, or a wounded member of the Veiled 
Alliance presses it into a PC's hand before 
dying. 

The heroes must race to reach Xaymon 
before Hamanu’s forces. If they reach him 
first, they can warn him of an attack. If they 
arrive just in time, they can help defend 
him from the templars. If late, they might 
choose to recover the spellbook from the 
murderous templars. 

If the PCs befriend the preserver, 
Xaymon can be a powerful ally, turning 
up unexpectedly much as Korgunard did. 
He might even act as a mentor to less- 
experienced preservers. 
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Other Options 


The note is a ruse to entrap those 
sympathetic to Korgunard's cause. Lord 
Hamanu’s forces await any sign of people 
looking for Xaymon, preparing an ambush 
or sending bards after their targets. 


2^ 774772 8 147 


Alternatively, Xaymon has turned away 
from the path that Korgunard showed him 
and is now a defiler seeking metamorphosis 
into a dragon. The PCs must decide 
whether to stop him, slay him, or turn him 
back to the path of the avangion in order to 
preserve Korgunard's legacy. 
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LANGUAGE OF 
THE MANTIS 
WARRIORS 


BY TIMOTHY B. BROWN 


A Deep Dive into the 
Tongue of the Thri-Kreen 


Artwork by John Dollar 
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The thri-kreen of Athas share a common 
language. While there are dialects particular 
to locations, all thri-kreen and tohr-kreen 
can understand one another fairly well. For 
instance, thri-kreen from the scrub plains 
around Gulg have some dialectic differences 
with those from beyond the Ringing 
Mountains, but rarely is an interpreter 
needed during individual contact. 


Physiology of Thri-kreen Speech 


The thri-kreen anatomy is markedly different 
from that of the demihuman races, and, 
therefore, their ability to produce controlled 
sounds is dissimilar. Like demihumans , a 
thri-kreen passes air across vocal cords to 
produce sounds, but the very materials that 
make up its throat and larynx — combined 
with the sheer length of the oesophagus — 
generates a deeper resonance. 

The thri-kreen's ability to shape that 
sound is limited by the architecture of its 
mouth. The mantis warrior has a tongue 
and lateral jaws with which to make a 
variety of noises, allowing it a good range of 
expression in its own language. 

However, having no lips or any other 
feature that allows it to completely close its 
mouth, there are some sounds that it simply 
cannot make, most notably b, f, m, p, and 
u. Of course, from the thri-kreen's point 
of view, these are useless consonants that 
don't appear in their language. 

Interestingly, thri-kreen use variations 
in volume to indicate different moods and 
emotions, and to a demihuman, these 
variations tend toward the extremes. A 
soft-spoken thri-kreen phrase might be 
inaudible against even a gentle breeze, and 
the thri-kreen will be reluctant to change his 
meaning by “speaking up!” 

At the opposite extreme, an excited thri- 
kreen may deafen nearby demihumans 
in a sudden, unwelcome surge of volume. 
Those who deal with thri-kreen frequently 
come to accept these nuances of speech as 
unalterable. 

Click: The click is a facet of thri-kreen 
language peculiar to their physiology. Most 
often inserted between consonants in a 
word, the click is made by popping the 
tongue against either side of the jaw. 

Rub/Grind: Another unique thri-kreen 
sound, the rush/grind is an audible blast 
of air from the lungs accompanied by a 
gnashing of its jaws. 
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Growth of the Thri-kreen 
Language 


The origins of the thri-kreen are lost to 
history. The only thing that is certain is hat 
they did not originate in the Tyr region. 
The vast numbers of thri-kreen and tohr- 
kreen tribes beyond the Ringing Mountains 
suggest that their origins lie there in the 
distant wildernesses of Athas. 

Certainly, their kind always have been 
carnivores. From the time when thri-kreen 
hunted independently, they gradually 
organised into packs and then tribes. As 
their organisation grew, so too did their 
command of language. 

Primitive, independent ^ thri-kreen 
must have had little use for their ability 
to make sounds. Cooperation, however, 
necessitated communication, and the thri- 
kreen language was born. Starting with 
simple concepts such as the nomenclature 
of friend and prey, terrain, direction, and 
tactics the language grew rapidly. More 
recent innovations have become necessary 
as the thri-kreen have begun dealing with 
the other intelligent races as something 
other than food. 


Communication with the Other 
Races 


Trade and other activities have made 
interracial communication a necessity. 
However, the difficulties of translation have 
been many. 

Members of other races, such as humans 
and elves, attempting to speak the thri-kreen 
language must master its peculiarities. For 
instance, the thri-kreen click, included in 
most thri-kreen words, is impossible for the 
human mouth to duplicate. Human masters 
of the thri-kreen language substitute with 
other means, either clapping their hands or 
snapping their fingers in syncopation with 
the spoken word; those less familiar with 
the language often leave the clicks out and 
hope the thri-kreen listener will understand. 
Very accomplished human and demihuman 
thri-kreen speakers can produce clicks; 
this ability is very rare and sounds very 
differently from the "real" thing, but is at 
least comprehensible. 

Similarly, recreating the rush/grind is 
physiologically impossible for a non-insect. 
Human masters of the language either 
growl or exhale to simulate the effect. 


Thri-kreenattemptingtospeakthetongues 
of other races run into similar difficulties. 
Having no lips they simply cannot duplicate 
many common consonants, such as b, f, m, 
p, and u. These consonants do not exist in 
the thri-kreen language. Thri-kreen replace 
these consonants with those they can 
produce more easily, usually k or d, making 
translation an adventure in interpretation 
and repetition. Many thri-kreen haven't the 
temperament for this slow process, so give 
up in frustration. Thri-kreen would much 
rather the other races learn their language. 

Nonverbal Communication: While 
there are thousands of subtle body 
movements that thri-kreen understand 
among themselves, only a few have been 
successfully interpreted by other races. 
For example a thri-kreen that crosses its 
antennae is indicating "no" or "negative." 


Thri-kreen Words for Your 
Campaign 


Creating thri-kreen-sounding words lends 
an air of authenticity to your DARK SUN 
campaign. Their character names, names of 
tribes and items — even words for abstract 
concepts such as "friend" or “meat animal" 
— help bring their race and culture to life. 

The Thri-Kreen of Athas supplement 
contains a rudimentary glossary of thri- 
kreen words. Beyond this, you can use the 
system provided here to generate your own. 
Once generated, you assign meaning to 
the words. Your PCs have run into a lone 
thri-kreen? Roll up a name for him. He's 
carrying a strange artifact? Roll up the word 
he's using for it. 

The Tables: The three tables provide 
initial, middle, and final syllables for thri- 
kreen words. They are numbered 1 through 
40; roll 1d40 for random generation or 
simply pick and choose the syllables you 
like. 

The syllables are true to thri-kreen speech 
patterns; absent are the consonants they 
have trouble saying. The letters xb represent 
the rush/grind sound. The rush/grind can 
appear anywhere in a word. 


One Syllable at a Time 


Follow these steps to create a new thri- 
kreen word. 

Number of Syllables: Thri-kreen words 
have two to four syllables. Roll 2d2 to 
determine how many. 


Generating Syllables: Every word 
has an initial syllable. Roll 1d40 and write 
it down. It’s also a good idea to note the 
proper pronunciation of that syllable. 
Words with three or four syllables have one 
or two middle syllables. Generate these, if 
necessary, and write them down. All words 
have a final syllable. Roll it up and write it 
down. 

Inserting Clicks: Wherever a syllable 
that ends in a consonant is followed by a 
syllable that begins with a consonant, insert 
a click. Similarly, wherever a syllable that 
ends in a vowel is followed by a syllable that 
begins in a vowel, insert a click. A click is 
noted with the letters qb or an apostrophe. 

Emphasis: The longest syllable in the 
word (by letter count) gets emphasis. In a 
tie, the first of these gets emphasis. 


Pronunciation 


The pronunciation key is based on the 
one found in the American Heritage 
Dictionary. 

a pat / ae pay / ar care / à father / ch church 
/ d deed / e pet / e be / g gag / h hat / i pit / pie 
/ ir pier / j judge / k kick / l lid, needle / n no, 
sudden / ng thing/ o pot/ o toe/ ó paw, for / oi 
noise / ou out / oo boot / r roar / sh ship, dish / 
t tight / th thin, path / u cut / ur urge / ü truth / 
w with / y yes / z zebra, size/ zh vision/ e about, 
item, gallop, circus 


Thri-kreen Examples 


1. The 2d2 are rolled to make a two 
syllable word. The initial syllable roll is 
39, xk (zik). The final syllable roll is 14, 
kry (kre). Since the first syllable ends in a 
consonant and the second syllable begins 
with a consonant, a click must be inserted 
between them. The word is xk'kry (zik-qh- 
kre-qh). Since the second syllable is longer, 
emphasis is placed there. 

2. The 2d2 are rolled, yielding three 
syllables. The initial syllable roll is 26, o 
(o). The middle syllable roll is 10, eth (eth). 
The final syllable roll is 33, xk (zek). After 
inserting the necessary clicks, the word is 
o'eth'xk (o-qh-eth-qh-zek). Emphasis is 
placed on the second syllable. 


See overleaf for the table to randomly 
generate thri-kreen words. 
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Roll Initial Syllable Middle Syllables Final Syllable 
1 ahk (ak) aj (aj) ahk (ak) 
2 ak (ak) al (al) al (el) 
3 chu (chu) at (at) ath (ath) 


7 go (go) drd (dürd) eth (eth) 
gut (gut) dul (dil) gak (gak) 
hk(huk) dy (dē) ht (hut) 


13 jk Guk) gut (gut) krk (kurk) 
14 kaar (kar) ht (hut) kry (kré) 
15 klu (kl) jk (juk) kst (kist) 


19 lj (lej) kry (krē) Ik (lik) 
20 Ik (lik) Ik (lik) loy (loi) 
21 loy (loi) nek (nek) n (en) 


25 ny (ne) ras (ras) skar (skär) 
26 o (0) rez (rezh) st (sôt) 
27 ok (ok) rj (rej) sy (s&) 


31 rk (rek) t (t&) urk (ürk) 
32 sk (sek) tchu (chü) uzd (ezd) 
33 sot (sot) til (til) xk (zek) 


37 tj (tej) : yl Gl) yus (yoós) 
38 toy (toi) yn (in) zan (zem) 
39 xk (zik) zen (zhen) zen (zhen) 
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The DARK SUN campaign world is 
changing. Social and political upheaval in 
the wake of Rajaat's return and subsequent 
defeat is only the beginning (see the Prism 
Pentad novel series for full details). 

There are also environmental changes 
to face. For example, rain has been falling 
in the Sea of Silt for nearly a month now 
(another consequence of the battle with 
Rajaat), and a terrible earthquake tore 
through the Tyr region (see the Thri-Kreen 
of Athas accessory for details). These 
events herald even greater changes to be 
revealed over the next year in DARK SUN 
products. 

The Tyr region soon will be rocked by 
revelations from the past, secrets of the 
present, and predictions of the future. In 
this piece, we'll examine an artifact from 
the ancient times of Athas, one that can be 
introduced by DMs into their DARK SUN 
campaigns. 


Background 


The recent earthquake that rumbled 
through the Tyr region altered a substantial 
portion of the terrain. Specifically, the 
face of the Ringing Mountains has been 
reshaped by the forces of nature. Some 
peaks were thrust higher into the sky, some 
were swallowed into the rumbling depths, 
and others were cracked and shattered by 
the shifting ground. In one such area of 
broken land, an agent of House M'ke made 
a startling discovery. 

Lakul Del and his caravan were traveling 
from the House M'ke outpost of Jalaka (at 


, the edge of the Forest Ridge) toward Tyr. 

It was the first leg of the caravan's route 

K R D K L T RAC through the region, and Lakul was eager 
to see what the markets had to offer. The 


normal route was no longer accessible due 
to the alterations to the land made by the 
— earthquake, so Lakul had to find a new 
BY BILL SLAVISCEK path through the mountains if he wanted to 

EE reach his destination on time. 
a a Being an adventurous sort, he personally 
A Psionic Item for the Da rk led a small scouting party ahead to forge 
a safe path. As they worked their way 
. . over jagged ground and around great, 
Su n Ca n pa IJ n Setti n g steaming cracks, something caught Lakul's 
attention. In the midst of splintered trees 
Artwork by Tom Baxa and upturned rocks, a bright blue substance 
shimmered. Lakul gathered his scouts and 
pushed through the tangle to see what had 

been unearthed. 
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KRE'KETRAC 


Lakul Del found a place from an earlier 
age. It was a structure of some sort, perhaps 
a home or temple, but it was unlike anything 
that the merchant had seen before. The first 
thing that struck him was the colour. It was 
a vibrant blue that almost appeared to glow. 
The second thing was its beauty, for it was 
a structure of flowing curves and sweeping 
spires apparently constructed from a single 
piece of stone. 

No, constructed wasn't quite the right 
word, Lakul thought. It had no sharp 
corners, no straight lines, no obvious signs 
of being carved or worked in any way. In 
fact, if it weren't made of stone (albeit a 
strange stone), Lakul would have sworn it 
had grown into its form. 

After briefly exploring the partially 
unearthed exterior,  Lakul proposed 
entering the structure to see what mysteries 
it contained. His companions were wary, for 
places of the ancients often have unforgiving 
guardians. Opinions were exchanged, and 
then Lakul offered to triple the pay rate 
for this trading expedition (for he fully 
expected to find fabulous treasures within 
the ancient site). The scouts agreed, and the 
party carefully entered through a doorway 
that seemed designed to accommodate 
creatures the size of halflings. 

Inside, everything had an organic feel 
to it. Chambers were amorphous, with 
curving walls and furnishings of strange 
design growing out of every surface. The 
scouts advanced into the shadowy interior 
cautiously, but Lakul paused near the 
entrance to examine a small item that 
caught his eye. That pause saved his life. An 
aftershock reverberated through the area, as 
had numerous ones since the major quake 
struck. This one, however, opened a hole 
in the ground beneath the structure. With 
a jerk, the floor tilted and the place began 
to slide into oblivion. There would be no 
treasures, Lakul thought with regret as he 
leaped through the doorway. 

He landed with a thump, rolled, and 
looked up in time to see the ground close 
over the place where the ancient structure 
stood moments before. The scouts were 
gone, as were the treasures. Then Lakul 
Del noticed he still held the small item that 
had caught his eye. He clutched it tightly in 
his right hand. It was made from the same 
vibrant blue stone, and it fit snugly in the 
palm of his hand. It was shaped into a spiral 
cone and was warm to the touch. 


“What are you?” Lakul asked. And, as if in 
response, the blue spiral shifted to become 
a yellow zigzag. With each shift, each 
change of colour, each new shape, Lakul 
sensed a psionic presence. The trader called 
on his own psionic talents and reached out 
to mindlink with the presence. 

"I am Kre’ketrac the Changeling,” the 
presence communicated across the link. 
“How may I serve you?” 


Kre'ketrac the Changeling 


Discipline: Psychometabolism 

PSPs: 72 

Powers: body control, body weaponry, 
chameleon power, displacement, expansion 
metamorphosis, reduction, shadowform. 

Intelligence: 16 

Ego: 18 

Alignment: Chaotic Good 


Like other psionic items, Kre’ketrac is a 
unique creation with its own personality 
and goals (see The Will and the Way 
accessory for more information on creating 
psionic items). The Changeling is a small 
chunk of amorphous, porous stone. Its 
vibrant colour catches the eye, though it 
rarely remains a single shade for long. Its 
coloration constantly shifts from one end of 
the spectrum to the other, fading from blue 
to yellow to red with no discernible pattern. 

Kre'ketrac's colours aren't the only thing 
to shift. The item constantly changes 
shape, rotating through an endless series of 
patterns. Sometimes it keeps a single shape 
and colour for as long as 24 hours. Other 
times, it changes at a frenzied pace. 

Kre’ketrac was crafted by the ancients 
who inhabited Athas during a period 
called the Blue Age, a time when water 
was everywhere and the people were 
able to create anything they needed by 
manipulating the principles of nature. 
Psionics wasn't as prevalent as it would later 
become, but some of the ancients mastered 
the Way. One of these gave intelligence and 
ego to an item named Kre'ketrac. 

The Changeling is capricious. It 
communicates quickly, constantly changing 
its mind and opinion. Its mind is a frenzy of 
activity, a mercurial pool of swirling chaos, 
and it has difficulty remaining focused on 
a task. It has a very strong personality and 
believes itself to be better than any of these 
"new" races. (Kre'ketrac refers to all but the 
halflings as the new races.) 


In addition to constantly shifting its own 
form, Kre'ketrac bestows these powers 
on its possessor. While it will cooperate 
with other good minds, it believes change 
is the ultimate form of expression and 
goodness. So, while the item will convert its 
possessor to shadowform when commanded, 
it will also activate chameleon power while 
its owner walks through a marketplace, or 
metamorpbosis, expand or reduce him, just 
because Kre'ketrac doesn't believe a single 
form should be maintained for too long. 

Kre'ketrac refuses to talk about the 
ancients or the past. "Boring! Let's change 
you into something really interesting!" it 
replies when questioned too forcefully. 
While it will use its abilities to help a good- 
aligned possessor, it prefers the company of 
a chaotic good mind. Lawful minds are too 
rigid for the Changeling’s tastes, and it will 
do everything in its power to get such a mind 
to lighten up. It will refuse to cooperate 
with a possessor who is evil. Neutrals are 
too serene — it tries to get them to take sides 
(always the good side) whenever a choice 
presents itself. Of all the "new" races, the 
Changeling would probably have the most 
fun cooperating with a half-giant. 


Campaign Use 


Kre'ketrac starts in the possession of 
Lakul Del, a neutral good human trader/ 
psionicist. The Changeling is driving Lakul 
insane, and he'll do anything to part ways 
with the item. When he encounters the 
PCs, he'll practically give the item away. 
Once one of the PCs takes possession of it, 
the Changeling becomes both a useful tool 
and a source of comic relief. 

As a templar questions the PC, Kre'ketrac 
does its stuff and changes the shape or 
colour of the PC. Or it decides to annoy 
its Lawful owner by using its powers in the 
most chaotic way possible. 

It can't converse with its owner unless the 
PC uses mindlink, but can make its presence 
known in lots of amusing ways. Kre'ketrac 
has high intelligence and a powerful ego. It 
takes a strong-willed PC of like alignment 
to get the most out of the Changeling. 

Others are forced to rely on Kre'ketrac's 
flighty personality as to whether the item 
will assist them when called upon. Figure 
a 50/50 chance of cooperating with non- 
chaotic good characters, and a 1096 chance 
of cooperating with an evil character. 
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The Currencies of Athas 
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Maruk walked through the open gate of the 
Caravan Way of Tyr, bis weary eye seeking out a 
money changer's shop. Spying the appropriate 
banner, fluttering and purple, through the legs 
of a balf-giant city guard, he threaded his way 
through the crowd, automatically checking bis 
concealed pouch. 

The oppressive heat lessened considerably as 
be entered the cool stone building. As Maruk 
approached the counter, a balding human in a 
blue tunic looked up from a thick ledger, laying 
aside the quill be bad been using. 

“Yes? How may I belp you?" 

Maruk glanced around to ensure that they 
were alone. “I'm just in from Gulg, and I need 
some local currency.” 

“Let's see what you have, then. I'll change 
anything except that damned Urikite stuff since 
the war, we've been flooded with it.” 

As Maruk spilled the contents of bis pouch 
onto the counter, the human produced a set of 
finely crafted merchant scales. His eyebrows 
rose sharply as be aw the five coins resting on 
the counter. 

“Three obas, five judaga, and a Balic 
Dictator. No wonder you need small change. 
There aren't many who could handle those, but 
this is just the place.” 

Checking the ledger and the weights of the 
five coins, the moneychanger began to count out 
Maruk's change. 

“Taking into account my fee, you get one 
Tithian gold, 20 talents, 50 tenbits, and 50 
bits.” 

“Maybe I'll need a bigger pouch,” remarked 
Maruk dryly. 


As you can see, individual city-states in the 
Tyr region have their own forms of currency 
and usually reject money that does not 
display the visage of their sorcerer-king or 
queen. This offer no problem for merchants 
who regularly ply the routes between each 
kingdom and accept all kinds of coinage, 
from gold tectuks to ceramic crescents. Still, 
for adventurers traveling between domains, 
it poses a barrier to buying goods from the 
city's markets or purchasing bed and board 
and other services. 

Almost all city-states, therefore, offer 
a money-changing service to incoming 
visitors. These buildings are usually 
encountered near the entrances to the city 
and are heavily guarded. For their services, 
moneychangers charge a commission, 
which varies from city to city (see Table 1 
opposite). 


COIN COLLECTING 


Table 1: Moneychangers’ Fees 


City Commission Roll 

Balic 9-11% 8+1d3 
Draj 6-8% 5+1d3 
Gulg 9-11% 8+1d3 
Nibenay 12-15% 11+1d4 
Raam 6-8% 5+1d3 
Tyr 9-11% 8+1d3 
Urik 9-11% 8+1d3 


The fees in this table are average values, 
and it is possible some less scrupulous 
moneychangers could attempt to charge 
more if they think they can get away with 
it. These people are well-known to any self- 
respecting DM. 

A moneychanger’s shop is easily picked 
out from the surrounding buildings due to 
the large purple banner flying overhead. 

Although all banners are the same colour, 
each banner’s shape is different in each 
city-state and displays one of the cities’ 
emblems: 


Moneychangers’ Banners 


City Shape Emblem 
Balic Large rectangle Golden sun 
Draj Square Silver feathered 
serpent 
Gulg Long pennant Golden hegbo 
lizard 


Nibenay Forked pennant Orange braxat 


Raam Large triangle ^ Silver four- 
armed man 

Tyr Rectangle Golden star 

Urik Forked pennant Flaming lion’s 


head 


Each city-state has adopted a distinctive 
shape for its metallic coins (see Table 3), 
but the ceramic coins are all circular and 
moulded so that they can be broken into 
10 separate pie-shaped pieces. Each of 
these pieces or “bits” is worth one-tenth of a 
ceramic piece. Ceramic pieces differ in the 
colour of their glazing (see Table 2) and in 
the design on their tail sides. Naturally, each 
kingdom adopts the face of its ruler on the 
head of the coins (see Table 3). Each city- 
state also has different names for its coins. 


Table 2: Distinguishing Ceramic Glazes 


City Colour 
Balic Olive green 
Draj White 
Gulg Blue 
Nibenay Yellow 
Raam Brown 
Tyr Red 
Urik Black 


Table 3: Metallic Currency Design 


City Shape 

Balic Heptagon 

Draj Circle 

Gulg Circle, round hole 
Nibenay Pentagon, round corners 
Raam Octagon, square hole 
Tyr Octagon 

Urik Hexagon 


Head Designs 


As noted, all coins from a city-state have the 
same head - a profile or image of the city's 
ruling sorcerer-monarch. In most cases, 
there are details that hint at the inhuman 
nature of the sorcerer-monarchs, although 
some do not reveal these aspects. 

Balic: Every coin displays the profile of 
Andropinis as its head design. The profile 
shows a slender face with a long, pointed 
nose and short hair beneath a jagged crown. 
The mouth is slightly open to reveal pointed 
teeth. 

Draj: The face of Tectuktitlay glares forth 
from each coin. The face is elongated, even 
snout-like, with intricately carved scales 
around the flared nostrils. Upon the brow 
are depicted Athas's twin moons, one full, 
the other a crescent. 

Gulg: Lalali-Puy is depicted as a 
breathtakingly gorgeous woman. Her lips 
are full and smiling, her skin smooth, her 
hair rich and flowing and entwined with tiny 
leaves and flowers, representing her forest 
home. Holding back her cascading mass 
of hair is a fragile crown of fine-spun metal 
hung with jewels and carved birds. It takes 
a careful observer to spot the steely glint in 
her eyes. 


Nibenay: The shadowed profile of this 
sorcerer-king is difficult to distinguish 
from the dark backdrop of Nibenese 
architecture. The king's face seems barely 
human. The head is hairless and slightly 
pointed beneath the heavy crown. The 
profile is vaguely reptilian, with prominent 
eye ridges and a long, protruding nose. The 
neck seems overly long as well, holding the 
head far above the shoulders. 

Raam: Every coin shows the profile 
of Abalach-Re, the Grand Vizier. She is 
depicted as a stunning woman, though 
proud and defiant. She has a long aquiline 
nose. Her hair is sleek and long, flowing 
like silk from an over-large, gem-encrusted 
Crown. 

Tyr: Until recently, each octagonal coin 
of Tyr bore Kalak's profile. Since his death, 
however, it has been the sole purpose of 
coinsmiths to remake all money in Tithian's 
likeness. Tyrs currency now bears the face 
of the new king. It is the most human- 
looking face of all the sorcerer-kings and is 
adorned in a simple circlet. Coins bearing 
the image of Kalak are no longer considered 
legal tender, but if melted are still worth the 
price of the metal. 

Urik: The face of Hamanu dominates 
he head of each Urikite coin. He is shown 
bearing a sword and surrounded by a halo of 
fire. The face is leonine with large eyes and 
a powerful jaw, the very image of the Lion 
of the North. 


Denominations by City 
Balic 


The various heptagonal coins of this city 
reflect Andropinis’ emblems of state. The 
solar emblem is universally found, blatantly 
incorporated into the designs of banners, 
uniforms, and architecture. It is also subtly 
crafted into shields, fabrics, and jewellery. 
The sword and shield represent the city 
at war, and the olive, urn, grain, and kank 
designs reflect the main trading and export 
commodities of Balic. 

The standard silver coin of the city-state 
of Balic is commonly known as an agora, 
which means “silver” in the slang of the 
common class. The design on the silver 
agora shows a round shield bearing the 
familiar solar emblem of Balic, laying across 
a finely crafted long sword. The coin known 
as the Dictator is named in honour of the 
sorcerer-king himself. 
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COIN COLLECTING 


Draj 

Tectuktitlays obsession with the power 
of the twin moons of Athas has led to the 
frequent use of lunar symbolism in all 
aspects of Draji culture and can be seen on 
ceramic and silver coins of the city. 

The pyramid that adorns the full moon 
coin represent the king's palace, shown in 
lavish detail. The tectuk, named for the king, 
bears the most powerful of Draji emblems: 
a representation of the smoking mirror a 
huge obsidian slab said to capture the soul 
of any coward who looks into it. 


Gulg 

The names of the coins of this city-state 
bear witness to the great importance of 
hunting in Gulg society The talon and 
claw represent the totems received by 
adolescents during their rites of passage. 
Judaga is the name by which Gulg warriors 
are known and means literally "head hunter" 
from the practice of claiming a defeated 
enemy's head as a prize. The main weapons 
of the judaga are poisoned darts, which 
appear on the ceramic pieces. 

The Crescent Forest satisfies all the 
needs of the inhabitants of Gulg, both the 
mundane and the exotic,and it is this luxury 
that is manifest in the orchid emblem on 
the reverse of the judaga. 

The sorcerer-queen ` Lalali-Puy is 
honoured in the name of the most valuable 
coin. She known to her subjects as the 
oba which mean "forest goddess." The 
huge agafari tree shown on the reverse of 
the golden oba depicts the queen's ornate 
palace built amongst it branches. 

The metal coins of Gulg have an offset 
circular hole in them. Natives of Gulg string 
their coins together to carry them easily. 


Nibenay 

Since rice is the staple food of the populace, 
it is fitting that the symbol that appears on 
the most common coin of this city-state 
is the rice plant, shown heavy with plump 
grains, ripe for harvesting. 

The metallic coins of Nibenay are five- 
sided with rounded corners. The chisel 
design reflects the Nibenese passion for 
decorating buildings with stone reliefs. 

On the gold crown, the cilops is shown 
in an aggressive stance with the front half 
of its body raised off the ground. The cilops 
emblem is the royal seal of the Shadow 
King, which is why it appears on this coin. 


Raam 

The metal coins of Raam are octagonal 
with an off-centre square hole, allowing 
citizens to thread the coins onto leather 
thongs, which are then hidden in the folds 
of clothing. 

The strict caste system is embodied 
in the names of Raamite coinage. The 
most valuable coin pays homage to the 
sorcerer-queen herself, while the others 
depict three of the five tiers of society in 
descending order of importance. The vizier 
honours the administrative class of Raam. 
The unblinking eye shown on the ceramic 
piece serves to remind all Raamites that 
the kuotagha (secret police) are always 
watching. The silk wyrm on the reverse of 
the vizier is shown coiled around a stone 
pillar and is said to be one of Abalach- 
Re's prized pets. The gold piece has on it a 
muscular four-armed man dressed only in a 
loincloth. This figure is Badna, a fictitious 
being from whom Abalach-Re claims to 
have gained her powers. 


er 


Tyr 

Tyrs economy is in flux since the death of 
the tyrant Kalak. All coins bearing his profile 
have been recalled so they can be reforged 
in Tithian's likeness Henceforth, the gold 
piece will be known as a Tithian Gold but 
will still carry the image of the ziggurat to 
remind the populace that Kalak's greatest 
achievement was also his downfall. 

The bit and tenbit boast a typical 
obsidian-bladed gladius on their obverse, 
the favoured weapon of many gladiators 
in the arena. The metal coins of Tyr are 
octagonal and have a milled edge. The two 
crossed words on the silver piece are of 
different designs: one is a wooden bastard 
sword, and across it lies a bone-handled 
falchion. The silver talent is commonly 
known as a templar's gold, a reminder to all 
that templars are often colour-blind when 


paying. 


Urik 

The metallic coins of Urik are six-sided and 
bear a small border of flame around their 
edges. The names of the coins reflect the 
different occupations prevalent in the city 
— except, of course, the gold piece, which is 
named for Hamanu himself. The gold piece, 
or Hamanu Gold, is also known as an auric, 
but not in Hamanu' hearing. 

The arrow symbols portrayed on the 
obverse of the ceramic coin are shown 
fletched in fire rather than in feathers, and 
it has a barbed obsidian head. 

The silver piece boasts a halberd dripping 
blood from its chipped obsidian blade. The 
flame-maned lion, one heavy paw resting 
on a defeated foe, obviously meant to pay 
homage to the great warrior-king, Hamanu. 


COIN COLLECTING 


Coinage Names, Heads and Tails 
Name Type Head Design Tail Design 
Balic Profile of Andropinis 


Penny Ceramic 10 olives in a ring 


Dictator Gold Sheaf of grain 


a Head of Tectuktitlay, crowned with two moons 


Ceramic 10 crescents in a rin: 
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Tectuk Gold Smoking mirror 


Face of Lalali-Puy wreathed in leaves, crowned with ornate circlet 


E, 


Ceramic 10 darts in a rin 
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ba Gold Huge agafari tree 


Nibena’ Face of the Shadow King beneath a heavy crown 


Ceramic 10 rice plants in a rin 
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Crown Gold Cilops 


F 


am Profile of the Grand Vizier beneath a large and ornate crown 


Common Ceramic 10 eyes in a circle 


Abalach Gold Badna 


Profile of Kalak wearing a simple circlet 


Tenbit Ceramic 10 short swords 
Kalak Gold Gold Ziggurat 
Urik Face of the Lion, wreathed in flame, bearing a sword 


Shaft Ceramic Ten arrows 


Hamanu Gold Gold Flame-maned lion 
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Many of the people of Tyr believe that their 
existence would be much more pleasant if 
they didn't have to put up with their own 
brand of templars every day. Many long to 
live under the watchful eye of the sorcerer- 
queen Lalali-Puy along the Crescent 
Forest, or dream of being able to elect their 
own templars, as they do in the city-state of 
Balic. Those other places seem much more 
civilised than corrupt old Tyr. 

But is this really the case? Would the 
citizens of Tyr be much better off anywhere 
else? Decide for yourself by reading the 
following descriptions of six templars, one 
from each of the other city-states. 


e Tf, 
p 1 F e, 
€ 


Balic 


Praetor Rutillia Accipiter 
6th-Level Female Human Templar 
STR: 16 


DEX: 19 
CON: 13 
INT: 13 
WIS: 16 
CHA: 12 
AC: 17 


Hit Points: 30 


Alignment: Neutral Evil 
Languages: Common, Elvish 
Attack Bonus: +4 


Age: 32 
Height: 5'6" 


Weight: 139 
Hair/Eyes: Red/Hazel 


Weapon Proficiencies: Cahulaks, dagger, 
widow's knife 
Non-Weapon Proficiencies: Bureaucracy 
(12), heat protection (16), language (sign) 
(13), literacy, navigation, (16), psionic 
BY TINA BROWN AND CARLO ANZIANO detection (16), reading lips (13) 
—————— eee Magic Items: Steel dagger +1, elixir of youth 
. . (grapefruit), potion of speed (plum) 
N ew VI | la | n S to Pe ster O Uu r Equipment:  Flinttipped spear, bone 
y cahulaks, erdlu scale breastplate, two erdlu 
scale leg greaves, cream-coloured chiton 
P| aye r C h a ra cte rs (body-length pleated shirt), finely striped 
chlamys (short cloak), leather girdle, silver 
Artwork by Dale Donovan bangle, 1 Ib. bag of salt, 1 Ib. bag of sun- 
dried olives, one bloodstone (20 cp), one 
chunk of smoky quartz (1 cp) 
Psionic Wild Talent: control temperature 
Power Check: +1 
PSPs: 6 
MAC: 12 
Spells/Day: 5/4/1 
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TEMPLARS OF ATHAS 


Rutillia is tall and well muscled, with long, 
flowing red hair contrasting sharply with her 
pale complexion. She carries herself proudly 
and gracefully, though her quick temper and 
flashing hazel eyes often betray the shrewish 
nature common to all women of the noble 
house of Accipiter. 

Rutillia has the job of gate monitor within 
the city-state of Balic. This brings her into 
contact with the many different cultures that 
abound in the Tyr region, as people come 
and go through the great caravan gates of 
Balic, seeking lawful trade or underhand 
dealings. Even though she considers this 
duty beneath her, she takes advantage of 
the opportunity to turn a quick profit by 
imposing additional fees on visitors to the 
city-state. 

She is currently involved in a long- 
running feud with Arcus, one of the city 
tax collectors, who suspects her of illegally 
collecting entry fees from travellers new to 
the city. Thus far she has managed to avoid 
all of Arcus's traps and spies, but it is only 
a matter of time before she is caught and 
punished. 


Draj 


Moon Priest Dacotixlan Octo 
6tb-Level Male Elven Templar 


STR: 10 
DEX: 13 
CON: 18 
INT: 14 
WIS: 19 
CHA: 12 


AC: 13 

Hit Points: 49 

Alignment: Chaotic Neutral 
Languages: Common, Elvish, Dwarvish 
Attack Bonus: «2 

Age: 32 

Height: 5'11" 

Weight: 185 

Hair/Eyes: Dark Brown/Brown 


Weapon  Proficiencies: Long sword, 
harpoon, master's whip 
Non-Weapon  Proficiencies: Bargain 


(12), heat protection (19), language (sign) 
(14), literacy, omen reading (19), water find 
(19) 

Magic Items: Steel long sword +2, philtre of 
glibness (mango), oil of impact (lime) 
Equipment: bone harpoon, master's whip, 
studded leather breastplate, two studded 
leather arm guards, medium shield, loose 
robes, ornate hat with two moons on brow, 
waterskin containing 3/4 pint of pulque 
(fermented cactus juice), one pearl (350 
cp), one moonstone (55 cp), one topaz (20 
cp) 

Psionic Wild Talent: shadow form 

Power Check: «1 

PSPs: 10 

MAC: 14 

Spells/Day: 6/4/3 


Dacotixlan is clean-shaven with burnished 
copper skin, long dark hair, and melting 
brown eyes. But don’t let the smooth 
good looks fool you. This is an elf with 
iron willpower, who keeps his head under 
pressure, always looks out for himself, and 
endeavours to profit from every undertaking. 


Dacotixlan is responsible for slave control 
within the city-state of Draj, distributing 
the slaves among the endless hemp and 
grain fields that form an integral part of 
Draji economy. Every month, Dacotixlan 
spends ten days overseeing a group of slaves 
detailed to polish the filigree copper tracery 
that decorates the Golden Moon Gate - 
a huge affair of agafari wood inlaid with 
obsidian that is the only entrance to the 
city. In this duty, the Moon Priest uses his 
master's whip to discourage any thoughts 
that the slave might harbour for stealing the 
copper. 


Gulg 


Fronti-Marr 
5th-Level Male Half-Elf Templar 
STR: 12 


DEX: 17 
CON: 15 
INT: 18 
WIS: 17 
CHA: 10 
AC: 14 


Hit Points: 30 

Alignment: Lawful Neutral 

Languages: Common, Elvish 

Attack Bonus: «2 

Age: 36 

Height: 5'8" 

Weight: 141 

Hair/Eyes: Black/Brown 

Weapon Proficiencies: Long bow, dagger, 
tortoise blade 

Non-Weapon Proficiencies: Acrobatics 
(17), bargain (10), expression (artistic 
ability, bone carving) (17), herbalism (17), 
hunting (17), literacy, psionic detection 
(17), survival (forest) (17) 

Magic Items: Potion of extra healing 
(orange), ring of free action 

Equipment: Long bow, bone dagger, steel 
tortoise blade, one-pound bag of nuts, 
brightly coloured skirt. 

Animal Companion: Sand cat (Tiss) 
Psionic Wild Talent: body weaponry 
Power Check: +3 

PSPs: 6 

MAC: 12 

Spells/Day: 5/4 


Fronti-Mar is a tall, lean, long-limbed 
templar with an angular face, oval eyes, 
and a long neck. He is almost always 
accompanied by Tiss, a tawny sand cat. 


TEMPLARS OF ATHAS 


Fronti-Marr is one of the templars in 
charge of grain distribution in the city-state 
of Gulg. He is quite well respected for his 
fairness and quality. Fronti-Marr has risen 
quickly through the templar ranks in Gulg 
and wears no fewer than six necklaces of 
rank. Considering that the highest-ranking 
templar wears only ten, Fronti-Marr is 
certainly expected to take one of the 
positions of power within the next few years. 


Nibenay 


Kheroum Tashery 
7th-Level Female Half-Elf Templar 
STR: 11 


DEX: 19 
CON: 18 
INT: 16 
WIS: 15 
CHA: 16 
AC: 21 


Hit Points: 36 

Alignment: Lawful Evil 

Languages: Common, Elvish 

Attack Bonus: «4 

Age: 34 

Height: 5'5" 

Weight: 125 

Hair/Eyes: Black/Green 

Weapon Proficiencies: Spear short sword, 
widow's knife 

Non-Weapon Proficiencies: Bargain 
(16),  bureaucracy (16), expression 
(dancing) (19), forgery (19), heat protection 
(15), literacy, psionic detection (15), 
survival (rocky badlands) (15), weapon 
improvisation (15 ) 


Magic Items: Bracers of defence AC 17, 
scarab of death, ring of invisibility 
Equipment: obsidian spear, bone short 
sword, steel widow's knife, one-pound bag 
of cooked rice, ornate copper necklace, 
loose yellow silk robes, krama (long head 
scarf with small, chequered pattern), ruby 
(2,000 cp), fire opal (1,000 cp), amber (70 
cp) 
Animal 
(Nedjemet) 
Psionic Wild Talent: catfall 
Power Check: «2 
PSPs: 2 
MAC: 11 
Spells/Day: 5/3/2 
Kheroum is a tall, willowy half-elf with 
shoulder-length black hair that is usually 
braided and decorated with porcelain 
beads in green, blue, and cyan. One of the 
first things a stranger notices about her is 
the startling green of her large eyes, easily 
visible behind long black eyelashes. 
Kheroum is noted among her peers for 
her enjoyment of the suffering of others. 
Since only females are able to become 
templars in Nibenay, she relishes the power 
that she has over the "inferior" males. She 
flaunts her beauty and her lack of armour 
incessantly, knowing that she is protected by 
the Shadow King's law (and by her bracers). 
Kheroum is always accompanied by 
a  diamond-backed rattlesnake called 


Companion: Rattle snake 


Nedjemet, who rests coiled about her 
mistress’ waist or neck. Nedjmet can easily 
when her mistress is upset with someone and 
has often used her venomous fangs to aid in 
Kheroum’s private political manoeuvrings. 


Kheroum is one of the many tax collectors 
in Nibenay and frequently uses her ring of 
invisibility to spy on the nobles of the city, 
collecting information about their works 
and lifestyles so that she can demand 
surprisingly accurate tithes for her King. 


Raam 


Jaswinder Paurl 

5tb-Level Female Dwarf Templar 
STR: 20 

DEX: 13 

CON: 18 

INT: 10 

WIS: 17 

CHA: 10 


AC: 12 

Hit Points: 32 

Alignment: Neutral Evil 

Languages: Common, Dwarvish 

Attack Bonus: +2 

Age: 45 

Height: 4’6” 

Weight: 125 

Hair/Eyes: Bald/Dark blue 

Weapon Proficiencies: Flail, spear, dagger 
Non-Weapon  Proficiencies: Bargain 
(10), expression (musical instrument (lute) 
(13), heat protection (17), literacy 

Magic Items: Ring of shocking grasp, periapt 
of wound closure 

Equipment: Bone-spiked flail, flint-tipped 
spear, bone dagger, leather breastplate, 
silver jewellery, lute, eye agate (25 cp), lump 
of onyx (12 cp) 

Psionic Wild Talent: all-round vision 
Power Check: «0 

PSPs: 10 

MAC: 12 

Spells/Day: 5/4 


Jaswinder appears to be the archetypal 
tough dwarven female: stocky and well- 
muscled, with copper-coloured skin and 
wide, angular features. She has a long nose 
that has been broken and reset several times. 
Large blue eyes dominate her square face. 
She always wears some sort of headgear, 
favouring a toothed leather circlet and three 
or four mismatched metal earrings. 

As part of the mansabdar (the corrupt 
public police force), Jaswinder revels in her 
position of authority over the lower castes. 
She is a grudge-holding assigner of permits 
in the city-state of Raam, and anyone who 
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crosses her path had better wait for her to 
be off duty before they start applying for 
permission to leave the city, whether on 
trade or personal business. 

As a templar, Jaswinder is part of the 
vizier caste within the city and will have the 
ear of the sorcerer-queen as she progresses 
through the templar hierarchy. She plays 
the lute exceptionally well and has, at 
times, found favour with Abalach-Re by 
strumming a mournful tune for her while 
she dines. This has allowed her to rise 
through the ranks more quickly than usual, 
and she is ever watchful for the possibility 
of a higher-ranking templar finding her too 
ambitious for comfort. 

At home, Jaswinder enjoys wearing loose 
silken robes of magenta and fuchsia. These 
are supplied to her, as a member of the 
vizier caste, from Abalach-Re’s prized silk 
wyrms. Since she enjoys the feel of silk so 
much, Jaswinder is ever mindful of the silk 
wyrms' diet and will use any excuse to keep 
the creatures well fed on a steady diet of 
slaves, prisoners, and troublemakers. 


Urik 


Baloban-dur-hat 

7th-Level Male Human Templar 
STR: 19 

DEX: 18 

CON: 14 

INT: 15 

WIS: 17 

CHA: 10 


AC:18 

Hit Points: 33 

Alignment: Chaotic Evil 

Languages: Common, Dwarvish, Elvish, 
Halfling 


Attack Bonus: +4 

Age: 37 

Height: 5'10" 

Weight: 168 

Hair/Eyes: Chestnut/Olive 

Weapon Proficiencies: Long sword, spear, 
long bow 

Non-Weapon Proficiencies: Bargain (10), 
expression (dance) (18), heat protection 
(17), literacy, psionic detection (17), riding, 
land-based, kank (18), 

Magic Items: potion of buman control (black 
cherry), potion of vitality (apple) 
Equipment: Large bone  longsword, 
obsidian-headed spear, longbow, hide 
armour, medium  agafari wood shield, 
sapphire (1,000 cp), aquamarine (500 cp) 
Psionic Wild Talent: danger sense 

Power Check: «1 

PSPs: 10 

MAC: 12 

Spells: 5/4/3 

Baloban is a formidable-looking templar. He 
wears a short Mohican hairstyle, in contrast 
to the square-cut ringlets of the citizens, to 
show off the tattoos that cover the sides of 
his head. He is lean and athletic, moving 
with the practiced ease and grace of an 
accomplished warrior. 

Baloban is one of the many templars 
responsible for riot control in Urik. As such, 
he uses his wild talent for sensing danger 
to the full. He has a potion of buman control 
but, luckily, has not yet had to use it. 


Among the many trade goods offered in 
Urik are finely crafted and engraved ceramic 
pots and urns. These are fired and kilned 
during the cool of evening in the fabulous 
Potter's Court. Pots made here are held in 
great esteem throughout Athas. Baloban 
frequently strolls through the Potter's Court 
on the pretence of watching for bands of 
troublemakers or thieves. 

He makes a point of inspecting each stall 
and kiln and will pass by only upon receipt 
of a crimson firepot or emerald-glazed bowl. 
Baloban makes a tidy profit from selling his 
bribes to foreign merchants. 

He keeps up with his warrior training 
in his spare time and enjoys practicing 
swordplay and archery. When off duty, he 
likes to wrestle and play the popular hoop- 
rolling game, pichut. 

Baloban is an enthusiastic follower of 
Hamanu's Code. There are only two parts 
to that code: loyalty and talion. Loyalty 
means blind obedience to King Hamanu 
and his templars; talion means "punishment 
in kind," and Baloban revels in finding 
tortuous ways to ensure that thieves and 
blasphemers understand exactly what will 
happen to them if he catches them. 

When not wearing his armour, Baloban 
wears a short-sleeved white linen shirt that 
falls to ankle length and is tied at the waist 
with a tasselled girdle. He portrays his high 
rank by wearing a short white unfringed 
cloak, since only templars are allowed to 
wear one in the street without courting the 
anger of Hamanu. 
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Join the sage of DRAGON magazine as 
he tours the planet Athas, the world of the 
DARK SUN campaign setting. 


Are DARK SUN specialist mages 
restricted to being illusionists-only, 
or are the Rules Rook sections on 
illusionists intended only as examples? 

The text on page 26 of the Rules Book, 
under the "Defiler" heading, and similar text 
on page 28, under the "Preserver" heading, 
make it clear that Athasian mages are 
free to specialise in any school they wish. 
Illusionists receive their own sub-headings 
because that's the way they're treated in the 
Player's Handbook (which uses them as 
a general example for all specialist mages). 


The Rules Book (page 59) says that 
the Dragon of Tyr's defiler magic harms 
animal life. Does this also extend to 
monsters and characters? If so, how 
does this work, and how does the 
Dragon "store" magical energy? 

The Dragon's defiler magic is baneful to 
all life. Exactly how this power might affect 
characters will be revealed in the Dragon 
Kings hardbound, to be released this 
spring. An appearance by the Dragon is a 
major disaster on Athas, and no DM should 
be tempted to use the Dragon lightly. Here 
are some unofficial suggestions until official 
rules arrive: 

Use the Defiler Magical Destruction 
Table in the Rules Book, page 60. All 
plants and plant-like creatures in the area 
of effect perish, getting no saving throw. All 
other creatures having less than 4+2 HD or 
an intelligence of 4 or less also perish. 

For example, a mekillot has 11 HD 
but only animal intelligence (1), so it 
automatically dies. Creatures with at least 
4+2 HD and an intelligence of 5 or better 
save vs. breath weapon or perish as well. 
Even if the save succeeds, the affected 
creatures still suffers an initiative penalty 
(Rules Book, page 61, “Effects on Living 
Creatures”). If there are no plants in the 
area and all the animals save, the Dragon 
gains no spell energy but can use stored 
energy instead. 


To which spheres do clerics and 
druids receive access? 

Clerics receive major access to their 
elemental sphere of worship and minor 
access to the Sphere of the Cosmos (as 
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stated on pages 29 and 59 of the Rules 
Book). Many additional priest spells will be 
presented in the Dragon Kings hardbound, 
along with rules for incorporating all Tome 
of Magic spells into the DARK SUN 
spheres. For now, I suggest you allow a 
priest major access to his elemental sphere, 
plus major access to the Sphere of the 
Cosmos; if you don’t, no priest will ever 
get to cast a curative spell better than cure 
light wounds (as one reader pointed out), 
and priests of earth will get no fourth-level 
spells at all (as another reader pointed out). 
However, if incorporating all the spells from 
Dragon Kings and Tome of Magic, only 
allow clerics to have minor access to the 
Sphere of the Cosmos. 

Page 59 of the Rules Book is in error 
regarding druids. Druids receive major 
access to the Sphere of the Cosmos. A 
druid should receive major access to one 
elemental sphere, plus major access to the 
Sphere of the Cosmos, and perhaps minor 
access to a second elemental sphere also 
associated with his guarded lands; this gives 
druids a level of power that matches their 
reputation in the Wanderer's Journal. 

Templars have, according the rules, major 
access to all spheres. Templars are the only 
priestly spellcasters who have a connection 
to anything than even remotely resembles 
a deity, and their spell selection should be 
accordingly great. 


Do templars gain bonus spells for 
high Wisdom scores, or is this at the 
whim of the sorcerer-king? What kinds 
of weapons can templars use? 

Templars gain bonus spells for high 
Wisdom scores, just as any priestly 
spellcaster does. The sorcerer-king, however, 
always has the option to deny some or all 
spells to a templar who has offended him. 

Templars as a character class have no 
weapon restrictions (Rules Book, pages 
33-34) However, a sorcererking might 
decree restrictions of his own, and these 
might change from time to time. 


Does a sorcerer-king know his 
templars’ thoughts when granting them 
spells? In other words, can a templar 
be an undiscovered traitor and still 
receive spells? 

The exact extent of the sorcerer-kings' 
power over their templars is unrevealed, 
but I don't find anything in the rules that 


implies that they know what's on all their 
templars' minds all the time, or that the act 
of granting spells allows the sorcerer-king to 
know all a templar's thoughts. 

Since all sorcerer-kings are accomplished 
psionicists, however, they would carefully 
examine the thoughts of at least their 
higher-level templars; this makes it unlikely 
that "moles" exist in any citys templar 
hierarchy. Likewise, a city-state's totalitarian 
government, the general populace's hatred 
and distrust of the templars, the sorcerer- 
king's shrewdness, and the obvious rewards 
available to any templar who embarrasses 
a superior or crushes a  misbehaving 
subordinate make it pretty unlikely that 
any disloyal templar will survive for long. 
Finally, consider that all templars are either 
neutral or evil, and that the quickest way a 
templar can become wealthy and powerful 
is to remain loyal but corrupt. I don't think 
there would be undiscovered traitors in the 
templar ranks even if there could be. 


What is the maximum range over 
which a sorcerer-king can grant spells? 

A sorcerer-king can grant spells over an 
effectively unlimited range on the world of 
Athas. 


Can a sleep or bold person spell affect 
a thri-kreen? A half-giant? A mul? Since 
half-giants get to double their Hit Dice, 
are their Hit Dice doubled with respect 
to spell effects governed by Hit Dice, 
such as sleep, cloudkill, etc.? 

A sleep spell can affect any creature that 
falls within the spell's Hit Die limits, unless 
the creature's description specifically makes 
it immune. Athasian thri-kreen don't sleep, 
but they are not immune to any sort of 
magically or psionically induced sleep. As 
the Rules Book clearly states, all character 
races except thri-kreen are subject to the 
bold person spell (see spell description, page 
95). 

Half-giants receive double hit points 
from their Hit Dice, not double Hit Dice; 
a third-level half-giant, for example, easily 
could have 60 hp or more but still is subject 
to sleep spells. 


Are Athasian halflings really limited 
to a 16 Strength? Since characters 
must meet their ability requirements 
before applying racial adjustments, this 
appears to be the case. 


You have read the rules correctly A 
character must refer to the Racial Ability 
Requirements table (actually Table 1; 
Rules Book, page 3) before applying 
the modifiers from Table 2 (also on page 
3). Athasian halflings, however, probably 
should be at least as strong as halflings on 
other worlds, and maybe stronger. It's not 
unreasonable to give Athasian halflings a 
final Strength limit of 18; however, Athasian 
halflings with 18 Strength still do not roll for 
extraordinary Strength, as their small bodies 
just don't carry enough muscle. 


Since many non-warrior characters 
on Athas can have Strength scores 
of 19 or higher, how do you treat the 
extraordinary Strength roll for an 18 
Strength on Athas? 

Strictly speaking, you treat extraordinary 
Strength exactly the way you do on any 
other world. That is, warriors with Strengths 
of 18 roll on the extraordinary Strength 
portion of Table 1 in the PHB (page 14), 
and other characters don't. While a non- 
warrior on Athas might be blessed with a 
great Strength score, he doesn’t have the 
training or discipline that allows a warrior 
to develop a Strength score of 18 into 
something outstanding. 

I know of one non-Athasian campaign 
that dispenses with extraordinary Strength 
altogether. Under this house rule, a warrior 
with a 13 Strength gets the benefits of an 18 
Strength, a warrior with a 14 Strength gets 
the benefits of an 18/01 Strength, and so on 
up to Strength 18. The DM I met who used 
this rule claimed it made having that elusive 
18 Strength score less vital to the warrior. 
Non-warriors, who have less physical 
training, used the regular Strength table. 
Even if you adopt this rule, however, you'll 
still have a situation where a non-warrior 
with a 19 or better Strength score has vastly 
better combat modifiers than characters — 
even warriors — who have Strength scores of 
18 or less. 


Can thri-kreen use sign language, or 
do their non-human hands make this 
impossible? Why can't thri-kreen be 
thieves or templars? If they can, what 
are their level limits and thief skill 
adjustments? 

A thri-kreens hands and arms can 
certainly perform sign language of some 
kind. Since the Athasian sign language is the 
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closest thing to a planet-wide tongue that 
Athas has, it’s probably safe to assume that 
sign language takes into account and adjusts 
for differences between human and thri- 
kreen hands. (Even with all the differences 
described in the rules, there would literally 
be millions of gestures that both thri- 
kreen and human hands could perform.) 
The DM, however, might decide that the 
thri-kreen have their own version of sign 
language or that the physical differences in 
hands cause an ability check penalty when 
humans or demi-humans use sign language 
to communicate with thri-kreen. 

I'll spare my regular readers the standard 
sermon about racial class and level 
restrictions and why they are necessary for 
game balance, and I'll plunge directly into 
a discussion about why thri-kreen don't 
become thieves or templars: 

Thri-kreen are born hunters and warriors. 
Those thri-kreen who have a talent or 
liking for stealth and concealment become 
rangers, not thieves. Skulking about and 
playing with locks, traps, poisons, and other 
nefarious devices just doesn't suit this race. 
Thri-kreen also are hive creatures who are 
very dedicated and loyal to their group, 
even if there are non-thri-kreen in it and 
even if the individual thri-kreen in question 
is evil. The deceit, corruption, disdain for 
underlings, and disrespect for superiors 
displayed by the templars is completely 
alien to the thri-kreen. 


The Ranger's Followers table in the 
Rules Book, pages 25-26, does not 
give levels or races for followers with 
character classes. What are they? 

I suggest rolling 1d3+1 for level. The 
DM should pick races according to Table 
3 (Rules Book, page 4). For random 
generation, I suggest: Preservers must be 
human, elf, or half-elf (roll 1d3). Thieves 
should be human, dwarf, elf, or half-elf (roll 
1d4). Druids should be human, half-elf 
or thri-kreen; roll 1d3. Independent muls 
are ex-slaves and not inclined to become 
followers. Halflings are distrustful and 
generally not trusted; they make suitable 
followers only for other halflings. It seems 
to me that nobody but a halfling or an 
adventurous human would follow a halfling. 


Are the character kits from the 
various Complete Handbooks available 
to characters on Athas? 


The material in the Handbooks is all 
optional and available in any campaign 
where the DM thinks it will be useful. Not 
all the character kits, optional rules, and 
new equipment will fit into DARK SUN 
campaigns, but some surely will. The DM, 
however, has final say. 


Does the water find proficiency 
work in any terrain? If not, what is the 
difference between it and the survival 
proficiency? Can a character use both 
proficiencies in the same area? 

The water find proficiency works in any 
terrain, but yields only water. Survival works 
in only one type of terrain, but it yields both 
food and water. If a character with both of 
these proficiencies tries one and fails, the 
DM probably should allow the character 
to try the other one; failing the check 
doesn't necessarily mean there is no food 
or water to be found in the area, just that 
the character can't find it; using a different 
approach often is the best way to solve a 
difficult problem. However, if the character 
succeeds with one proficiency the DM 
would be quite right to rule that the second 
fails or has a hefty penalty; there's only so 
much food and water in the wilderness. 


Do a half-giant's weapons do an extra 
die of damage like a giant's weapons 
do? Half-giant equipment costs twice as 
much as a human's; does a half-giant's 
food and water cost twice as much as a 
human's? 

Some of the giants described in the 
Monstrous Compendium gain an extra 
damage die, sometimes two extra dice, for 
their oversize weapons. Athasian half-giants 
don't have this ability. An Athasian half- 
giant needs the same sort of food and water 
as any human, but he has to buy twice as 
much as a human or demi-human does. 


Considering a thri-kreen's four claw 
attacks, can a thri-kreen use four melee 
weapons, one in each hand, or two two- 
handed weapons? Can they use four- 
handed weapons? What are the game 
statistics for four-handed versions of 
common weapons? 

An armed thri-kreen can use at most one 
two-handed weapon, or two one-handed 
weapons, just as a human or demi-human 
can. Just because a thri-kreen can attack 
with four claws does not mean it can 
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coordinate four weapons at once. Before 
somebody writes and asks: No, this does 
not mean thri-kreen cannot hurl more 
than two missiles each round; they get the 
full rate of fire listed in the rules for darts 
and similar hand-hurled missiles (but they 
can't use their extra hands to get a rate of 
fire better than that listed in the rules). 
Statistics on four-handed weapons are up 
to the DM; however, I suggest that limits 
on thri-kreen strength and coordination 
make such weapons no more effective than 
two-handed weapons. Note also that thri- 
kreen can bite while wielding weapons, but 
they cannot claw while doing so. I suppose 
a kind DM might allow a thri-kreen to use 
a claw as a secondary weapon under the 
"Attacking with Two Weapons" rule in the 
PHB, page 96. 

What advancement table do 
gladiators use? 

They use the paladin/ranger table. 


Can bards backstab? 
No. Bards don’t have time for the 
anatomical studies that allow thieves to use 


their backstab ability. 


Do the inactive characters on a 
character tree get an extra die of 
ceramic pieces when they advance a 
level? 

This is up to the DM, but giving high-level 
characters a little extra cash is a darn good 
idea unless you want a lot of experienced but 
poor adventurers coming into the campaign 
at critical points in the story line. Generous 
but fiscally conservative DMs might want to 
add an extra +1 to the roll, rather than a full 
die for each extra level gained. 


Wood, obsidian, and bone weapons 
have a percentage chance of breaking. 
Are enchanted weapons made from 
these less likely to break, or are they 
immune to the breakage rule? 

Are we reading the same set of rules here? 
The “breaking weapons” section in the Rules 
Book (page 51) doesn’t use percentages at 
all. Considering how unlikely breakage is — a 
1-in-20 chance when a hit does maximum 
damage - I can't see any clean, workable 
way to give enchanted weapons a bonus. 
The DM might decide to make enchanted 
weapons immune to breakage, or he might 
give an enchanted weapon a chance to resist 
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breakage by making a save vs. crushing blow 
(Dungeon Master’s Guide, page 38-39) 
instead of breaking automatically when the 
dreaded roll of 1 comes up. 


How much damage does a person 
caught in a sandstorm take? How long 
will it take a person buried by sand or 
dust to suffocate? 

Only extraordinary sandstorms actually 
cause damage. The worst effects of 
blowing sand are reduced visibility (Rules 
Book, page 84) and the fact that sand 
tends to get into everything, like clothing, 
armour, equipment, and provisions. Athas, 
however, probably has more than its share 
of extraordinary sandstorms. The DM will 
have to handle these on a case-by-case basis. 
I suggest that characters escape damage 
altogether if they have shelter of any sort (a 
tent or the lee side of any barrier such as a 
boulder, hill, or stand of cactus). Characters 
exposed to the full force of the wind might 
suffer 1-2 six-sided dice of damage per 
hour, turn, or minute, depending on how 
ferocious the storm is. Blowing dust might 
force characters to save vs. poison or suffer 
minor damage if they don’t breathe through 
a cloth or filter. 

According to the Wanderer’s Journal, a 
character buried in the dust of the Sea of 
Silt can stay alive for about four minutes 
(see page 40, “Wading”). To determine 
survival time more accurately, use the rules 
on “Holding Your Breath” in the PHB, 
page 122. 


Since the “normal” animals on Athas 
would be considered pretty nasty 
monsters on most other worlds, how 
useful on Athas are speak with animals 
and the various spells that can affect or 
summon animals? Will they also work 
on most “monsters”? 

In the strictest terms, a speak with animals 
spell won’t work on many of the most 
common Athasian “animals,” as these really 
are fantastic creatures. Nevertheless, Athas 
does have small lizards, snakes, mammals, 
and birds that are true animals. Athas also 
has great cats, bats, and an assortment of 
other mundane animals - enough normal 
fauna to make the various animal-affecting 
spells worthwhile. Speak with animals also 
works on commonly domesticated creatures 
of Athas, such as mekillots, inix, kanks, and 
erdlus. 


Why are there so few creatures 
included in the DARK SUN world? The 
list in the rules, even when augmented 
by a Monstrous Compendium many 
times larger than the volumes TSR has 
been putting out recently, is pretty 
small for players and DMs accustomed 
to the hundreds of creatures available 
in the regular AD&D game. Is such a 
volume coming out? 

Athas has very few species because it's 
a site of a worldwide ecological disaster. A 
dying ecology means lots of extinctions and 
very few surviving species. There is a DARK 
SUN Monstrous Compendium in the 
works. Look for it in February 1992; it will 
be 96 pages long. 


Why are the psionically powerful 
mind flayers absent from Athas? What 
about beholders? 

I can't think of one good reason why 
any sane mind flayer would remain on 
the surface of Athas when it could escape 
by plane shifting or travelling astrally. The 
scorching heat alone would be enough to 
discourage a mind flayer, not to mention 
that fact that almost everything that moves 
has psionics, something that tends to render 
the mind flayers powerful psionic abilities 
indifferent. 

As for beholders, I can think of at least 
three reasons why they aren't listed in the 
rules: 1) They're all dead, because Athas 
is a tough place; 2) They never were there 
in the first place; not every world boasts all 
the species described in the Monstrous 
Compendium; 3) They are around, all 
right, but are very rare and still lurking deep 
underground, waiting for a few unlucky 
Athasians to show up for dinner. (Maybe 
the mind flayers are lurking down there with 
them.) 

How does Athas fit into the 
SPELLJAMMER universe? 

The official TSR position is that Athas lies 
within a closed crystal sphere; it cannot be 
reached by spelljammers. 


Does Athas have the equivalent of 
Oerth's or Toril's Underdark? 

This is unrevealed but unlikely. There are 
dungeons and subterranean ruins on Athas, 
but the vast majority of the action takes 
place on the surface. 


How much do thieves' picks and tools 
cost on Athas? 

Good thieves' tools are primarily metallic 
and sell for the listed price on Athas (30 gp). 
Less-durable tools cobbled together from 
cactus spines, bone, and other materials 
sell for 3 sp; however, these probably need 
frequent replacement. Hard-minded DMs 
might apply the breakage rule on page 51 
of the Rules Book whenever a rogue fails 
to pick a lock or remove a trap using cheap 
tools. 


How many attacks can a character 
wearing wrist razors deliver each 
round? Can a thief wearing wrist razors 
on each arm attempt two backstabbing 
attacks in one round? 

The normal melee rules apply to wrist 
razors. A character wearing one set gets 
his normal allotment of melee attacks. A 
character wearing two sets gets his normal 
attacks, plus one extra attack for the second 
set (see "Attacking with Two Weapons", 
PHB, page 96). A thief wearing two sets 
of wrist razors can attempt a backstab only 
with his first attack. 


Were templars, gladiators, rangers, 
bards, and  psionicists deliberately 
left off the multi-classed character 
table? If a multi-classed demihuman 
were a gladiator/ranger, would he 
add the extra weapon attacks he gets 
from his gladiator level and weapon 
specialisation to the two attacks he 
gets each round as a ranger? 

Take a closer look at the rules and table 
on pages 38-39 of the DARK SUN Rules 
Book. Several psionicist combinations 
are listed there. If you check the notes 
immediately following the multi-classed 
table on page 39, you'll see that the templar, 
ranger, and bard can be substituted for the 
cleric, fighter, and thief, respectively, in 
most cases. Gladiators cannot be part of a 
multiclass combination. No fighter/fighter 
combinations exist; no combinations list 
a major class more than once, because no 
character in any AD&D game setting can 
use subclasses of the same class in a multi- 
or dual-classed combination. 

If you have a taste for really far-out 
variants, fine, but don't bring the problems 
they create to "Sage Advice." However, 
since you've gotten me started, note that 
rangers don't get two attacks a round. 
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What rangers get is the ability to use 
a secondary weapon without penalty. A 
secondary weapon gives a character exactly 
one extra attack each round. Multiple 
attacks from level or specialisation apply 
only to the primary weapon. Of course, 
a haste spell and similar magicks do grant 
double the normal number of attacks. In 
this case, the character gets two attacks 
with the secondary weapon and twice 
his normal allotment of attacks with the 
primary weapon. 


Can templars cast quest spells? Can 
defilers and preservers opt to become 
wild mages? How are the new clerical 
spheres from the Tome of Magic used 
on Athas? 

Under the right circumstances, templars, 
druids, and elemental priests can get 
quest spells. The section on quest spells in 
the Tome of Magic (pages 10-13) gives 
guidelines for helping the DM decide what 
the right circumstances are. 

Both preservers and defilers can become 
wild mages. 

The newly released Dragon Kings 
hardbound book for the DARK SUN 
campaign contains complete information 
on integrating the Tome of Magic's new 
spheres into DARK SUN campaigns. 


What do priests on Athas use for holy 
symbols? 

This is up to the DM. Templars probably 
use their badge of office or their sorcerer- 
king's seal. Elemental priests might use the 
Athasian symbol for their element; Tim 
Brown, one of the designers of the DARK 
SUN boxed set, points out that the rules 
for turning undead on Athas (Rules Book, 
page 70) seem to suggest that a small 
quantity of the priest's element might suffice 
as a holy symbol. Druids might use pieces of 
foliage, chunks of stone, or handfuls of dirt 
from their guarded lands. 


Can Athasian psionicists have wild 
talents? 

No. Nor can psionicists on any other 
AD&D game world. Psionicists enjoy 
the full range of their profession's psychic 
powers instead of having wild talents. 


Why can't thri-kreen wear magical 
rings and cloaks? Can they wear 
magical boots and gauntlets? 


Thri-kreen can wear rings, cloaks, boots, 
and gauntlets, but only if the items are made 
to fit thri-kreen; see the Rules Book, page 
16. Items made for humans or demihumans 
just don't fit thri-kreen, as such items either 
are too small or are entirely the wrong 
shape. 


The Racial Ability Requirements 
table (Rules Book, page 3) allows 
no scores lower than 5 or higher 
than 20. However, the Racial Ability 
Adjustments section (same page) says 
no adjusted score can be lower than 3 or 
higher than 24. Can racial adjustments 
alter the initial limits? 

The "limits" on Athas are a minimum of 
3 and a maximum of 24. The Racial Ability 
Requirements table does not denote limits. 
A new character must have scores that fall 
within the listed range of the Racial Ability 
Requirements table before any racial 
adjustments are applied (Rules Book, page 
3, last line under the heading "Minimum 
and Maximum Ability Scores" and note the 
word "before" in boldface type). 


What are the per-round movement 
rates for the various Athasian races? 
The Rules Book only gives overland 
movement rates. 

The rates are as follows: human, 12; 
dwarf, 6; elf 12, half-elf, 12, half-giant 15, 
halfling, 6; mul, 12; thri-kreen, 18. 


How far can a mul or thri-kreen move 
in a 20-hour marching day? 

These races get double movement points 
if they go the full 20 hours (for muls, 48 
or 60 on a forced march; for thri-kreen, 
72 or 90 on a forced march). Check out 
the overland movement rules in the Rules 
Book, pages 87-88, for details. 


Do Athasian elves automatically 
receive the running proficiency? 

No, but they can add their Constitution 
scores to their daily overland movement 
rates. It is this ability, not a universal 
running proficiency, that accounts for their 
legendary overland speed. Note that this 
ability is generally safer and more reliable 
than the running proficiency because it does 
not require a proficiency check or impose 
a combat penalty (Player's Handbook, 
page 63). 
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Do Athasian dwarves have 
infravision? I can't find a reference to 
it anywhere in the DARK SUN rules. 

I can't find it either. This was an oversight 
due to some lost text. Athasian elves do 
have infravision (Rules Book, page 6). I 
suggest giving 60' infravision to Athasian 
dwarves, half-elves, and halflings. 


When you first build a character tree, 
are all the characters third level? 

Yes. At the start of play, all single-classed 
PCs are 3rd level and multi-classed PCs 
are 2nd level in the most “expensive” class. 
However, inactive characters added to a 
tree to replace slain characters always start 
at Ist level. Note that any inactive character 
on a tree can gain levels according to the 
rules on page 41 of the Rules Book. The 
point of having a character tree is to give the 
player a stable of replacement characters 
who are better than 1st level, not to take 
all the sting out of character death. Smart 
players will manage their character trees so 
their inactive characters reach 3rd level as 
quickly as possible. 


I have a player who's constantly after 
me to allow his character to acquire a 
chemistry or alchemy proficiency. This 
seems pretty high-brow to me, especially 
on a planet where a magnifying glass is 
regarded as a mysterious type of magic. 
What would a chemistry or alchemy 
proficiency do on an AD&D game 
world, anyway? 

Generally, Athasians are a pretty sharp 
lot. While the introductory tale "A Little 
Knowledge" (by Jerry Oltion) includes a 
character who is mystified by a chunk of 
glass, this is far from the norm. As Tim 
Brown (Lake Genevas DARK SUN world 
martinet) points out, most Athasians, 
with their exposure to elemental priestly 
magic and their survival skills, have more 
knowledge about the way their world works 
than common folk in most places. 

Still, exact sciences such as chemistry 
are all but unknown in the magical worlds 
of the AD&D game. Chemistry is replaced 
by alchemy, which is a complex and 
esoteric art that is much better suited to 
sages (Dungeon Master's Guide, pages 
106-108) than to adventurers who spend 
their time and intellectual energy learning 
character class abilities. In any case, 
alchemy is too complex to be covered in a 
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single proficiency. I suppose a true alchemist 
might have non-weapon proficiencies in 
brewing, astrology, herbalism, mineralogy, 
spellcraft, engineering, and, optionally, 
pottery or glassblowing (a previously 
undescribed proficiency). The character 
would have to use his combined knowledge 
of all these subjects to tackle any particular 
problem. 


Does the water find proficiency allow 
a half-giant to locate four gallons of 
water? Can a thri-kreen give the water 
he finds with the water find proficiency 
to other characters? 

No character who successfully uses the 
water find proficiency suffers a Constitution 
loss due to dehydration (Rules Book, 
page 46). This does not necessarily mean 
that the character actually finds his full 
daily requirement of water, which varies 
according to the character's race, armour, 
and level of activity. In fact, since water find 
does not allow a character to rehydrate, it’s 
pretty clear that the character usually finds 
something less than a full day's supply. As 
for giving away any water found, there’s 
no reason to assume the character actually 
finds drinkable water; the proficiency might 
yield just a trickle of liquid water and several 
mouthfuls of soggy cactus pulp. While half- 
giants and thri-kreen might be able to choke 
down many different forms of non-liquid 
water, not every character can. I suggest 
that you place some limit on the amount 
of water actually available for sharing, say 
1d4+1 pints. Note also that thri-kreen 
usually have better things to do with their 
non-weapon proficiency slots that spend 
them on water find, since they need so little 
water (DARK SUN Rules Book, page 86). 


Do merchant houses do any buying or 
selling of goods at their headquarters? 
Are goods and coins the only forms 
of payment accepted at merchant 
emporiums? 

Only members or agents of a merchant 
house are allowed to enter a house's 
headquarters; this precludes normal 
transactions between the house and 
ordinary customers. I suppose that very 
special deals with other houses or special 
customers might be negotiated inside the 
headquarters, but only if extra security is 
necessary to keep rival merchant houses 
from getting wind of the deal and only if 


no city laws are being broken (no merchant 
house would ever run the risk of having its 
headquarters raided by the local templars). 

As far as methods of payment go, nothing 
beats cash or bartered goods in the hand, 
especially on Athas, where it is very easy to 
go into the desert and either deliberately 
disappear to avoid a debt or accidentally 
fall victim to the planet’s many dangers. 
Either way, the merchant is out his goods 
and probably will become a laughing stock 
to boot. Some merchants might be willing 
to grant credit or accept services in lieu of 
cash or goods on the spot, but only if the 
terms are very favourable to the merchant 
and the buyer is either extremely famous or 
a trusted, long-time customer. 


Since thri-kreen don’t sleep, how do 
they regain PSPs or spells? 

In pretty much the same way other 
characters do. To regain spells, a thri-kreen 
must be at rest, as inactive as a sleeping 
character would be, and must maintain this 
state for as long as any other spellcaster 
would have to sleep. Thri-kreen regain 
PSPs at the rates given in the Complete 
Psionics Handbook, page 14, Table 
6. To regain PSPs at the sleeping rate, a 
thri-kreen must be completely inactive as 
described above. Note that the psionicist's 
Rejuvenation proficiency isn't particularly 
useful to thri-kreen. 


Since defiler magic is easier to 
use than preserver magic, can a 
preserver opt to use it in appropriate 
circumstances, such as while standing 
in a sorcerer-king's garden? Since 
defiler magic is a simpler, cruder form 
of magic, is alignment the only thing 
that keeps a preserver from using it? 

Defiler magic is not available to 
preservers under any circumstances. A 
preserver learns to craft spells so the energy 
they require is replaced rather than simply 
being drained from the land. This element 
of balance is integral to all a preserver's 
spells and cannot be deliberately omitted. I 
suppose a preserver could switch to defiler 
magic; in such cases, however, the character 
would have to effectively switch classes so 
that all subsequent spells would be of the 
defiler type. How such a switch might be 
accomplished — if it is possible at all — is 
entirely up to the DM. 


The rules describe the preserver and 
defiler classes in just about every detail 
except one: spell progression. The rules 
say that defilers get spells more quickly 
that preservers, but nowhere do the 
rules give a spell progression table for 
either class! 

Both classes use the spell progression 
table for wizards in the Players Handbook, 
page 30. The rules do not say that defilers get 
spells faster than preservers, but page 26 of 
the Rules Book does point out that defilers 
advance through the levels very quickly. A 
comparison of the defiler experience table 
from page 27 of the Rules Book with the 
standard wizard experience table (PHB, 
page 30), which preservers use, will bear 
this out. 


If an Athasian wizard has his spell 
books destroyed or taken away, can he 
get new ones? 

Yes. The minimum cost of doing this 
is listed in the spell books section of the 
DMG (page 42). The DM might also assign 
additional costs and time requirements. 
Check out the following sections of the 
DMG for guidelines: spell research (pages 
43-44), scroll research (page 41), and 
scroll creation (pages 85-87). Note that all 
sorcerer-kings consider magic treasonous, 
which makes recreating spell books inside 
cities pretty dangerous. Being a member of 
a Veiled Alliance would be a great boon to 
a wizard attempting to recreate lost spell 


books. 


When, exactly does a_half-giant 
change alignment? The section on 
half-giants on pages 9-11 of the Rules 
Book says a half-giant must choose an 
alignment each morning (page 10). The 
section on half-giants and alignment 
on page 42 also starts out saying half- 
giants must choose an alignment each 
morning, but in the same paragraph 
it also says a half -giant may change 
alignment each morning, but change 
isn’t mandatory. 

I'll admit that there's a bit of a semantic 
trap in the rules governing the shifting 
alignments of half-giants. While half- 
giants truly must choose an alignment each 
morning, they are free to “choose” the same 
alignment they have been following. A 
change in alignment is optional and occurs 
only when the DM and the player agree 
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that the prevailing circumstances make it 
possible. In other words, a player with a 
half-giant character should consider what 
has happened to the character each day and 
decide if the character's alignment should 
shift. If, for example, the predominately 
good party the character has been 
adventuring with falls into a squabble over 
water or treasure, the DM and the player 
might decide it’s time to shift the half- 
giant's alignment toward the chaotic or evil 
end of the spectrum. Remember, half-giants 
are inveterate imitators; they follow where 
their companions and neighbours lead, but 
their alignments don’t shift without reason. 


Exactly how long does a piece of land 
remain barren after a defiler turns it to 
ash? 

Nothing will grow in the area for at least 
one full year, but it usually takes much 
more time than that, perhaps decades, for 
the area to fully recover; some areas never 
recover (Rules Book, page 61). Exact 
recovery time is up to the DM. 


On the experience table (Rules 
Book, page 63), do fighters get 10 XP 
per level, per Hit Die, per creature, 
per battle, or per their own level for 
opponents defeated? What do thieves 
get? 

All characters get experience for defeating 
opponents according to the rules in the 
DMG, pages 46-47. When a fighter single- 
handedly defeats an opponent, the DM 
might award extra experience under the 
Individual Experience Awards optional rule 
(DMG, page 48). The award for fighters 
is 10 XP times the defeated opponent's 
level or Hit Dice, times the fighter's level. 
The award for bards is only 5 XP times the 
defeated opponent's level or Hit Dice. 


What is the terrain cost for roads on 
Athas? 

This depends on the individual roads 
construction and present condition. I 
suggest you use the terrain modifier for the 
prevailing terrain x15, with a minimum cost 
of 1. For example, using a road to traverse 
stony barrens is 1; using a road to cross salt 
flats also is 1, as the surface on any road 
on Athas isn't going to be much smoother 
than a salt flat. Note that you can't get lost 
while traveling on a road (even if you aren't 
exactly sure where you're going). 


How many globs of honey will a kank 
produce each day? 

This is up to the DM, but I recommend 
that a well-fed, food-producing, domestic 
kank secrete no more than one glob each 
day. Note that not all kanks are food 
producers. The rules don't give ratios, but I 
suggest that only half of any group of kanks 
be food producers. Of the remainder, one 
will be the brood queen and the rest will be 
soldiers, none of which produce honey. Note 
also that brooding kanks produce honey for 
their offspring, and the young kanks will 
eat a substantial portion of the honey, say 
2096-6096, before characters can harvest it. 
Characters who try to keep the young kanks 
from the honey are likely to have a fight on 
their hands, the domestic kank's reputation 
for docility notwithstanding. 


I am formulating plans to have my 
spelljamming group touch down on 
Athas. How would Athasians react 
to the appearance of a spelljammer? 
Would “normal” wizards cast preserver 
or defiler magic? 

As “Sage Advice” pointed out earlier, 
spelljammers cannot reach Athas. Exactly 
why this is so is unrevealed, but the 
prevailing theory is that Athas is not located 
inside a crystal sphere but on an alternate 
Prime Material plane where spelljamming 
devices don't work. 

I suspect that wildspacefaring characters 
would not find Athas a welcoming place at 
any rate. While common folk might not be 
any more suspicious of spacefarers than they 
are of any other strangers, sorcerer-kings 
are a different matter. Once these tyrants 
realise what spelljamming is and what it 
can do, they're going to ruthlessly attack, 
not giving up until the spacefarers flee the 
planet or are killed or enslaved. (Of course, 
such an attack could begin disguised as a 
friendly overture.) A single spelljamming 
ship, even at atmospheric speeds, would 
be an invaluable fighting and exploration 
platform on Athas. No sorcerer-king would 
allow one to exist unless it was firmly under 
his control. 

Since preserver magic uses the same 
rules as "normal" magic, I think it's safe to 
assume that a plane-hopping wizard who 
finds himself on Athas would have preserver 
spells. I suppose such a wizard could learn 
the local "shortcuts" and become a defiler, 
but that's up to the DM. 
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Were rules for half-giant clerics left 
out of Earth, Air, Fire, and Water on 
purpose? My group and I assume this is 
a mistake, because of the line on page 
20 that says any Athasian race can 
become clerics. 

This was an editorial oversight. Half- 
giants have no particular affinity for any one 
element and have an advancement limit of 
12th level regardless of the type of cleric 
they become. 


Exactly how much damage does the 
defiling regeneration spell (from the 
DARK SUN settings Dragon Kings 
book) inflict on attackers? For example, 
if a 30th-level defiler is battling a druid, 
how much damage does the druid suffer 
for each point of damage inflicted on 
the defiler? 

You seem to be confusing the damage 
caused by casting a defiling spell with the 
hit points the defiler regenerates as result 
of casting the spell. The druid in your 
example suffers no damage at all. Creatures 
protected by defiling regeneration draw 
energy at the expense of the land, not their 
opponents. They regenerate at a flat rate of 
2 hit points per round if damaged but still 
above 0 hit points, and 1 point per round 
if reduced to 0 hit points or less. Note 
that when the recipient reaches full hit 
points she is no longer damaged and stops 
regenerating. 

The defiling regeneration spell produces 
a minor defiling effect similar to what a 
normal defiler spell produces, but the area 
is very small — no larger than the protected 
creature's feet. This is why a battlefield 
where defiling regeneration has been used 
is littered with ashen footprints instead of 
great circles of ash. An opponent engaged in 
combat with a protected creature does not 
suffer any pain or initiative penalties as she 
would if caught in the area of destruction 
created when a defiler casts a normal spell. 
I suppose an opponent could be hurt if 
a creature protected by this spell was 
regenerating while in flesh-to-flesh contact 
(as might be the case during wrestling or 
overbearing combat), but the only effect 
would be non-damaging pain and the 
accompanying initiative penalty. 

Defiling regeneration is a defiling magic, 
however. The act of casting this spell kills all 
plants within 3-30 yards (depending on the 
terrain, see Rules Book, page 601, leaving 
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an area of lifeless ash in their place. Living 
animals, monsters, and people within 30 
yards suffer ld6 points of damage for every 
experience level the caster has gained over 
20 (see Dragon Kings, page 44). The 
caster might inadvertently kill the creatures 
he is trying to protect with this spell unless 
he is careful to place them outside this 
damage radius. 


In the Dragon Kings hardbound for 
the DARK SUN setting, it is said that 
dual-classed clerics cannot become 
elementals. Does this mean that cleric/ 
psionicists or any other class combined 
with a cleric/psionicist cannot 
become an elemental? Do the same 
rules apply to preservers and defilers 
metamorphosing? 

I looked very carefully through Dragon 
Kings looking for whatever passage you're 
asking about. I’m not sure I found it, and 
neither is Tim Brown, Dragon Kings 
author. Do yourself a favour and include a 
page number whenever you ask for a rules 
clarification. It's the only way I can be sure 
I'm clarifying the rule you're actually asking 
about. 

I assume you're referring to the text on 
page 56, which says a character elemental 
must be a human cleric/psionicist, level 
20/20 (see the Prerequisites section). The 
character in question must commit to 
becoming an elemental immediately upon 
reaching 20th level as a cleric (2,700,000 
xp), and cannot have any other classes. If 
the character quits the cleric class to follow 
a class other than psionicist, or takes up the 
psionicist class before reaching 20th level 
as a cleric, he cannot become an elemental 
according to these rules. 

This is the intent behind the line: "No 
multi- or dual-classed cleric can opt to 
become an elemental" on page 56. (The 
cleric must be single classed and 20th level, 
then he can opt to become an advanced 
being by declaring his intention and 
switching to the psionicist class.) Note 
that a character cannot return to his old 
class once he switches (see PH, page 45). 
No multi-classed character of any type can 
become an elemental. 

Character dragons and avangions have 
similar requirements, except that they 
have to be defiler/psionicists or preserver/ 
psionicists, respectively. 


Previously, “Sage Advice" said that 
details on how the Dragon of Tyr stores 
magical energy would be included in 
Dragon Kings, but I can't seem to find 
it anywhere. You also said that details 
on how the Dragon's defiler magic 
affects animals would be included in 
the book, but I can't find that either. 

There were plans to describe the Dragon's 
ability to store magic, but that changed 
and the details remain unrevealed. It is 
even possible that the Dragon has no such 
power at all — it could be just a myth that 
has sprung up to help explain the Dragon's 
massive power. 

Check out rules on defiling psionic 
enchantments on page 44; this is how the 
Dragon's spells kill people and animals. 
Tim Brown also has hinted that the Dragon 
might have a special life-sucking spell or 
psionic ability that simply produces defiling 
damage over wide areas. The details of this 
spell — if it exists at all — are unrevealed. 


Do character dragons and avangions 
take damage from defiling psionic 
enchantments? Is there any defence 
from these attacks? 

According to the rules on page 44, every 
living creature — except the caster — within 
30 yards of a defiling psionic enchantment 
takes the listed damage. Dragons and 
avangions are powerful, but they are alive 
and are subject to this kind of defiling 
damage. 

Since psionic enchantments have a 
magical component, there are all sorts of 
ways to get protection from this effect, and 
two such ways follow. A scarab of protection 
grants the wearer a saving throw, and the 
wearer takes no damage if the save succeeds 
(see DMG, page 179). An anti-magic sbell 
hedges out the effect, though it also shuts 
down all other magical items and effects 
within the spell's radius. 


Can avangions and dragons hurt 
each other with physical attacks? Or 
does their immunity to weapons - 
considerable immunity in the case of 
avangions - prevent this? Can a dragon's 
breath weapons hurt an avangion? 

Although avangions and dragons are 
characters, their status as advanced beings 
allows them to use table 48 on page 69 of 
the DMG. Any dragon or avangion counts 
as a +4 weapon simply by virtue of its Hit 


Dice. Avangions of 28th level and above are 
immune to a dragon's physical attacks, since 
the equivalent of a +4 weapon is the limit 
for creatures. However, a dragon's breath 
weapon inflicts fire and abrasion damage; 
avangions of any level are not immune to 
either attack form and can be affected. 


Can dragons use the various forms 
of dragons' special attacks as listed in 
the Monstrous Compendiums such as 
snatches, plummets, and wing buffets? 
Do dragons and avangions use special 
spells that have no material components 
the way Monstrous Compendium 
dragons do? This would seem essential 
for high-level avangions, who have no 
appendages. 

The DM, of course, has the final say, but 
I suggest that any dragon that can fly be 
allowed to make snatches and plummets. 
Just apply the MC formulas to the Dragon 
Kings claw and bite ratings. Use the tail 
attack ratings from Dragon Kings. I'm 
inclined to think that Athasian dragons are 
not built in quite the same way as dragons 
are on other worlds, and I suggest that you 
disallow wing buffets. Likewise, I don't 
think Athasian dragons should kick. 

Dragons and avangions use the same 
rules for spellcasting as other characters 
do, including casting times, and various 
components. It is unclear exactly how they 
accomplish this, especially in the case of high- 
level avangions. Note that while an advanced 
being can't launch spells any more quickly 
that any other spellcaster can, the DM 
should assume that they always have some 
way to complete any other requirements. 
Avangions, for example, can be assumed to 
flutter their wingtips to complete somatic 
components. Both dragons and avangions 
can be assumed to have some way to get 
at material components if that optional rule 
is in effect. Material components might 
be manipulated psionically, plucked from 
a pocket dimension, regurgitated from 
the gut, or whatever. Advanced beings are 
powerful enough to bend the rules a little 
bit when necessary. 


What do you do with an Athasian 
wizard's or cleric's wild talent if he 
opts to become an advanced being 
and quits his original class to become 
a psionicist? Does he keep the power? 
What happens to the character's PSPs? 
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The easiest way to handle this is to let the 
character keep the wild talent and PSPs in a 


separate pool. “Sage Advice” discussed the 
details in DRAGON issue #184. 


Page 36 of the DARK SUN boxed 
set’s Rules Book says Athasian bards 
don’t learn wizard spells, but the Ranis 
Inika character on page eight of the 
Dune Trader sourcebook does have 
spells. I don’t get it. 

You are the victim of a gross error. 
Ranis Inika has no spell list, but she can 
manufacture any of the poisons shown on 
the table on page 36 of the DARK SUN 
Rules Book and has the following thief 
abilities: PP 65; OL 55; FT 65; MS 70; HS 
70; DN 45; CW 90; RL 20. 


Could a wizard on Athas make a 
living just selling walls of iron for scrap? 
How many ceramic pieces would a wall 
of iron be worth? Could the iron be 
used for weapons, armour, and tools? 
If the wizard kept a piece of a wall of 
iron, could she use it as the material 
components for more spells? Would 
this also be true for wall of stone or wall 
of ice? 

Iron is worth one gold piece (100 
ceramic pieces) per pound in DARK SUN 
campaigns (see Dune Trader, page 72). A 
wall of iron contains a minimum of 12,403 
Ibs. of iron (about 25 cubic feet at 490 
pounds per cubic foot). 

However, in DARK SUN campaigns, a 
wall of iron spell has a duration of one turn 
per caster level (see the DARK SUN Rules 
Book, page 93). A wizard might be able to 
sell a few chunks of iron as a scam, but the 
practice will catch up with her if she tries it 
too often. 

While the material in a wall of iron 
functions as normal iron in most respects, 
there is no reason why a Dungeon Master 
has to assume it can be worked as regular 
metal can. 

For example, the DM might decide that 
iron from a wall of iron contains certain 
impurities that cause it to form useless 
lumps of slag if heated and worked, and 
that it simply flakes apart if worked cold. 
Note also that, regardless of its duration, 
metal from a wall of iron radiates magic and 
can be dispelled. Even if it could be used 
to manufacture items, those items can be 
destroyed by dispel magic effects. 


Having material components for spells 
is an optional rule. I don't know any DM 
who uses this rule and also lets his players 
get around it by using magically created 
material components; this is a question of 
game balance. From the standpoint of game 
logic, the dweomer that maintains the wall 
of iron or other magically created material 
either interferes with the  spellcasting 
process or unravels during the process. First, 
attempts to cast spells using a magically 
created object as a material component are 
disrupted. Second, the magically created 
material component ceases to be and it 
just isn't available to complete the spell. In 
either case, the attempted spell fails. Some 
exceptions exist. Generally, items brought 
into being by a wish work fine as material 
components, at least if the component 
is not rare or valuable; and a Zagygs 
spell component case (from Unearthed 
Arcana) always produces usable material 
components. 


How would the Veiled Alliance 
interact with advanced beings such as 
dragons, elementals, and avangions? 

The same way everybody else does: with 
great circumspection. This would take the 
form of admiration and civility in the case 
of elementals and avangions, and fear 
and loathing in the case of dragons. Since 
avangions are high-level preservers, it’s a 
pretty good bet that they work pretty closely 
with any local branch of the Veiled Alliance 
-in fact, they probably are former members 
of one Veiled Alliance or another. 


Dragon Kings says that avangions 
attract followers. Where are the charts 
for this? 

There aren't any. The appearance of 
an avangion is a momentous event in any 
campaign, and its affect on the game has 
to be carefully considered, then played out. 
The first thing the DM has to do is identify 
the most notable and powerful good-aligned 
NPCs in the game; such characters are 
certain to make overtures to an avangion 
when they learn that such a creature exists. 
Likewise, most neutral and good folk who 
meet an adventuring avangion are going 
to take a liking to the character (unless the 
player controlling it is a complete idiot). 
This is what the rules are referring to when 
they mention allies. 
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Do avangions eat and sleep? 

This is up to the DM. Judging from my 
conversations with Tim Brown, Dragon 
Kings author, advanced beings obey all 
the rules for spellcasting, which means they 
must sleep to regain spells. Otherwise, the 
DM is free to assume that avangions never 
rest. Since the rules say that an avangion’s 
mouth begins to disappear as its form 
evolves, it would be reasonable to assume 
that avangions of 25th level or higher either 
don't eat at all or eat unusual materials, such 
as the silver linings of clouds, moonlight 
reflected off cactus spines, or the like. 
Perhaps only fully transformed avangions 
are completely self-contained. Lower-level 
avangions who still have basically human 
forms probably have to eat, but this, too, is 
up to the DM. 


Can avangions of level 26 and up 
use the prolific forestation and prolific 
vegetation psionic — enchantments? 
These spells not only require the use 
of hands (to carve a staff), but also 
require the caster to walk, not run, fly, 
or levitate. Since high-level avangions 
must fly only, they would have a hard 
time meeting this requirement. 

Yes, avangions can use these spells. 
Nevertheless, the caster must walk. While 
avangions of 26th level and above cannot 
walk in their natural forms, nothing prevents 
them from using spells or psionics to change 
into something that can walk. A simple 
polymorpb self spell or metamorpbosis psionic 
power are only two examples of things that 
can do the trick. Note that the avangion can 
stop and renew a spell if he needs to, so long 
as the prolific forestation or prolific vegetation 
spell is not interrupted for more than a full 
round. 


The Way of the Psionicist book 
in the revised DARK SUN boxed 
set (and the psionics section in the 
PLAYER'S OPTION: Skills & Powers 
book) says that characters with chaotic 
alignments cannot become psionicists. 
This is incorrect, at least on Athas. 
The Will and the Way reference lists 
several chaotic psionicists. Are chaotic 
psionicists no longer allowed on Athas? 

Chaotic psionicists have never been 
allowed on Athas (or anywhere else for 
that matter; see the Complete Psionics 
Handbook, page 10); at least not as player 
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characters. Pages 37 and 38 of the Rules 
Book from the original DARK SUN boxed 
set contain several Athas-specific changes 
to the psionics rules, but refer readers back 
to the CPH for anything not covered there. 
Changes to the alignment requirement for 
psionicists are not included in the Rules 
Book. The chaotic psionicists from The 
Will and the Way are anomalies; exactly 
how they became psionicists with chaotic 
alignments is unrevealed. 


Page 26 of the Age of Heroes book 
says defilers destroy the environment 
when they cast their spells, which is 
how defilers were originally handled. 
Page 67, however, says defilers cause 
destruction when they prepare their 
spells. Which is correct? If the latter 
is true, how should DMs of ongoing 
campaigns explain the change? 

The text on page 67 is correct. In addition 
to causing damage when preparing spells, 
defilers also must make Intelligence checks 
to see how successful they are (see Table 
XVII on page 28) in acquiring the spells. 
Defiling is no longer a sure thing. 

How you should implement the new 
defiling rules into an established campaign 
is a problem you must solve on your own. 
The simplest way is to ignore them and stick 
with the old rules. For most campaigns, you 
can just announce that reality has changed 
and that things will be different from now 
on. To add a little mystery, you might want 
to explain that no one, not even the PCs, 
remembers any other kind of defiling. If 
you're feeling a bit cruel, you might rule 
that the PCs remember the old way of 
doing things, but no one else does. 

If you favour a more dramatic approach, 
you can introduce some spectacular or 
cataclysmic event (the appearance of a 
hitherto unknown comet would do nicely) 
that causes the change. 

In either case, you might introduce the 
change gradually. Perhaps defilers only have 
to make Intelligence checks when preparing 
spells after sunrise, and the defiling effect 
of memorisation might be a radius of 
inches. Over the next few weeks or months, 
gradually increase the radius of the defiling 
effect and decrease the number of hours in 
a day that the effect can be avoided. You 
might want to design a series of adventures 
that would allow your PCs to prevent the 
change — if they want to. 


Can the undead trolls, kobolds, 
ogres, orcs, lizard men, pixies, gnomes, 
and goblins that roam the Dead 
Land, Small Home and the City of a 
Thousand Dead be raised, resurrected, 
or reincarnated? Since these races 
actually continue to exist on Athas, 
why wouldn’t a reincarnate spell be 
able to reincarnate a character as one 
of these “dead” races? 

According to my colleague Bill Slavicsek, 
the creatures you're asking about have been 
dead since the Cleaning Wars 3,500 years 
ago. That puts them well beyond the reach 
of any raise dead, resurrection, or reincarnate 
spell. 

Generally speaking, a reincarnate spell 
transforms a recipient into some creature 
that is more or less characteristic of the 
world where it is cast. Trolls, kobolds, 
ogres, orcs, lizard men, pixies, gnomes, and 
goblins are not typical of Athas, even though 
there are sizable populations of undead 
specimens on the planet. Even if there were 
hidden populations of living trolls, kobolds, 
ogres, orcs, lizard men, pixies, gnomes, 
and goblins (and by all accounts there are 
not), they still would not be representative 
enough to appear on the creature list for 
reincarnate spells. 


